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a BOOK Was written to explain clearly, con- 
- cisely, and simply, 300 mystifying tricks that 
can be performed by the average person. 

Magic is not difficult to perform, and the im- 
promptu magician does not need unusual skill in 
using his hands. The object in performing tricks 
is not to display skill, but to mystify. Many of the 
best tricks and illusions are performed by compara- 
tively simple means. 

None of the tricks in this book requires elaborate 
equipment, nor are any of them beyond the skill 
of an average person. ‘Therefore the reader can con- 
centrate his efforts on the actual presentation of the 
various tricks, without having to spend time or 
money on the technical details. 

Presentation is the important part of every trick. 
The best tricks can be spoiled by poor presentation: 
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on the other hand, very simple tricks can be turned 
into excellent mysteries by good presentation. 

In presenting tricks, try to build a little mystery 
around them. Do not attempt any trick until you 
have practiced it and feel sure you can do it. Your 
talk, or patter, is one of the most important items. 
Fit it to the trick and have something to say at the 
crucial moments. Only occasionally has patter been 
suggested in this book. It should be something you 
work out for yourself, and it will take practice, too. 

In performing a trick, do not tell your audience 
what you are going to do. By keeping them in doubt 
about what is going to happen, you will often pre- 
vent them from obtaining a clue to the trick. 

When you have finished a trick, never explain 
how it is done. A trick always loses its charm and its 
interest when it has been explained. Of course, it 
is quite all right to explain a trick to a person who 
really wants to learn it, but you should be sure that 
such a person will not expose your trick the next 
time you perform it. 

lt is very easy merely to smile when someone 
asks, ‘“How did you do it?” ‘That is your own secret, 
and you can say so. But when some person sees a 
trick and then says, “Do it again,” you will be con- 
fronted with a more difficult problem. A trick should 
never be done twice, although there are a few ex- 
ceptional tricks that improve with repetition. The 
best way out of the “Do it again” dilemma is to go 
on with another trick—preferably a trick similar to 
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the one you have just shown, but one that involves 
a different working method. 

Even if you are sure you will not be caught, 
repeating a trick is bad policy, for the element of 
surprise will be lacking. 

The best way to learn magic is to do magic. Pick 
out a few tricks and learn them; then do them 
often and you will find they improve with age. 

Study the effect of your tricks upon your audi- 
ences, and you will soon learn why you are success- 
ful with some tricks, and why you fail with others. 
You must use your wits when you perform magic. 
Some beginners feel disappointed because no trick 
is perfect. If there were such a thing as a perfect 
trick, there would be no satisfaction in performing 
it. The fascination of magic lies in the art of con- 
cealing the imperfections in tricks, and thereby 
producing perfect effects which seem inexplicable 
to the onlooker. 











om 


N Most ball tricks performed by magicians, small 

wooden balls are used, and they are generally 
referred to as miniature billiard balls. In some 
tricks, golf balls may be used; in others, small solid 
rubber balls will answer the purpose. Wooden balls 
are the best for most tricks, and they are not difficult 
to obtain. They are sold separately in many stores, 
and they may also be purchased with ten-cent min- 
iature bowling outfits. Ping-pong balls may also be 
used, but they are somewhat light for certain pur- 
poses. 


THe Appeartnc BAL 


The magician shows the palm of his hand, abso- 
lutely empty. He reaches in the air, and catches a 
wooden ball at his finger tips. 

A ring must be worn on the second finger of the 
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right hand. A thread about an inch long is at- 
tached to the ring, and the other end is wound 
around a small tack which is imbedded in the ball. 
When the hand is held with the fingers pointing 
upwards, the ball hangs out of sight behind the 
hand. When the hand is swung upwards and turned 
slightly forward, the ball will appear instantly at 
the finger tips. 






Annee VVieeeneesenneeesets 
Pur VaAnisninc Barr 
: AAAS 

‘The magician takes a small ball from his vest 
pocket. He squeezes it between his hands and the 
ball immediately disappears. 

The ball has a tack in it, and to the tack ‘is at- 
tached a foot or more of black cord elastic, which . 
runs through the loops of the trousers, and is tied 
at the further end. The ball is put in the vest 
pocket. When the ball is exhibited, the magician 
stands with his left side towards the audience, as the 
elastic runs under the coat from the left vest pocket. 
The elastic is stretched when the ball is shown, and 
as the hands close over the ball, it is released. Hid- 
den by the left arm, the ball flies under the coat, 
and the hands are shown empty. 

AAAS RAV 
‘THe DiminisHinc BALL 
ARAVA WV DIULT1044044044AOY 

This is a very new trick which requires a nickeled 

metal ball about an inch (or a little more) in diam- 
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eter. The magician shows a three-inch cardboard 
tube, just large enough to receive the ball. The tube 
is painted black on the inside. 

The ball is set in the tube, which is tilted slightly, 
and the ball slides through slowly. As people watch 
the ball they see it gradually diminish in size until 
it is about the size of a pea. Then the ball is al- 
lowed to slide back, and it emerges, its original size, 

‘The trick is an optical illusion. The black lining 
of the tube throws a shadow, and makes the ball 
seem to diminish in size. If he wishes, the magician 
may have a tiny metal ball, which he holds between 
the fingers of his left hand at the bottom of the tube. 
As soon as the large ball reaches the bottom-of the 
tube, it is caught in the bent fingers of the left hand, 
which carry it away, and drop the tiny ball on the 
table, while the right hand gives the tube for in- 
spection. 
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A ping-pong ball is best for this trick. The ball 
is held in one hand, and it suddenly glides through 
the air to the other hand. 

A loop of black thread does the trick. The fore- 
fingers of both hands hold the loop taut, forming 
a sort of track along which the ball slides. The 
lightness of the ping-pong ball is an asset in this 
tvick, although a light wooden ball will work. 





¥095904940004078 


BALANCED GOLF BALLS 


Balancing one golf ball upon another sounds like 
an impossibility; and it would be, if there were 
not a trick to it! 

A little dab of lead plaster, secretly attached to 
the upper ball, is all that is necessary. The upper 
ball is pressed upon the lower so that the wax 
comes at the contact point, and the upper ball will 
remain, apparently balanced. 


Tue Mysterious Batt 


‘The magician holds a small ball in his right hand. 
He covers the hand with a handkerchief and turns 
the hand back up. He then invites several persons 
to reach in under the handkerchief and satisfy them- 
selves that the ball is still in the hand. This is done. 
but as soon as the last person has felt the ball, the 
magician snatches away the cloth and the ball has 
disappeared! 

The handkerchief is draped over the hand again 
and people reach under to make sure the ball has 
not returned. After everyone agrees that the hand 
is empty, the handkerchief is removed and there is 
the ball, back again! 

This trick seems impossible, and it might be, if 
the magician attempted it alone. But the last per- 
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son who reaches under to feel the ball is a con- 
federate, and he calmly takes the ball away when 
he removes his hand! Hence the remarkable dis- 
appearance. When the empty hand is held beneath 
the handkerchief, the confederate reaches under— 
last again—and puts the ball back in the magician’s 
hand. It is a bold trick that works. 


VAAN AAAS TEAR ETAT FAFA AEE 


THE BALL ‘Tube 


PRADA AARNE REEAANEAEE DATS EEER TESS UH EUESREEO EES 

‘The “Ball Tube” is an appliance that can be 
constructed from a cardboard mailing tube. A ball 
is dropped through the tube from the top, and of 
course it comes out at the bottom. But when the 





ball is dropped in again, it stops half way, and then 
falls through at the magician’s command, The tube 
is too thick to be pressed, and as the ball slides freely 
through, its sudden stopping and starting again is 
very mysterious, especially as the ball may be seen 
while suspended in the tube, and the tube may be 
so held that people can see through it. 

Various means have been devised for halting the 
ball in its progress through the tube. The simplest 
device is a length of black thread stretching across 
the tube, One end is knotted. The other end, which 
is twice as long as the diameter of the tube, has a 
small bead tied on the end. A strip of colored paper 
should be pasted around the tube to hide the knotted 
end of the thread. The bead is covered by the 
thumb. 

When the ball is dropped through the tube, it 
falls freely until the thumb draws down the bead, 
tightening the thread, which stops the ball. As soon 
as the thumb releases pressure, the ball falls again. 
The interier of the tube may be shown pro- 
vided it is not held directly in front of the light. 
It is advisable to have a duplicate tube (unpre- 
pared) which may be left where some one will ex- 
amine it. A light ball should be used. 








CHAPTER Ii: CAKD TRICKS 


ea tricks constitute the broadest field of im- 
“ promptu magic. There are many magicians 
who specialize in card tricks only, and the skillful 
sleights and passes that are possible with cards are 
exceedingly numerous. On the other hand, there 
are many perplexing tricks with cards that require 
very little skill, and some of the best of these form 
the present chapter. 

Before attempting to perform card tricks, the 
amateur magician should first learn to shuffle and 
deal cards with ease and precision. If he handles the 
pack clumsily, the people watching him will quickly 
realize that he is not performing feats of skill; but if 
he proceeds with smoothness, they will attribute his 
tricks to skill in sleight-of-hand, and will take an 
interest in his performing. 

A great many card tricks consist of the surprising 
discovery or revelation of a certain card which has 
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apparently been chosen at random by a spectator. 
‘Therefore, the magician must find ways of learning. 
or of controlling a selected card, either before or 
after it is taken from the pack. We will first consider 
a number of simple but effective methods by which 
this end may be accomplished. ‘There are other 
methods which form intrinsic parts of certain tricks, 
and they will be explained later in the chapter. 

0080000000000 0050000000000 000000000 000000000000000008 


THe “One-Way” Pack 
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Certain packs of cards have what is known as 
“one-way” backs. ‘This is particularly true of high- 
grade cards. Instead of a symmetrical design on the 
backs of the cards, these packs haye pictures or 
initials. Such a pack is especially suited to the needs 
of the magician. He first arranges the cards so that 
the pictures are all pointed in the same direction. 
‘Then he fans the cards and allows a person to select 
one. As soon as the card has been drawn, the magi- 
cian quietly turns the pack around. Thus when the 
chosen card is returned, its design will be reversed. 
The pack may be shuflled, but as soon as the magi- 
cian runs through the cards, he will discover the 
one that is reversed, and will know that it is the 
chosen card. ; 

“Bicycle” cards do not, as a rule, have “one-way. 
backs. There is one exception, however, in the pat- 
tern known as the “Emblem Back.” This design is 
reversible, although it does not appear so at first 








glance. Such a pack is the best available for this 


trick. 
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PointTeD Carps 


A glance through a pack of cards will reveal the 
fact that certain cards are ‘‘pointers.” Take for ex- 
ample, the seven of spades. It has seven spots and 
five of them point in one direction. The nine of 
hearts has five points in one direction. The aces of 
spades, hearts, and clubs are “pointers.” ‘The seven 
of diamonds is a “pointer,” because it has one odd 
point above the center. 

To make use of this interesting principle, take all 
the “pointers” from a pack, and arrange them with 
their principal points in one direction. Group these 
‘cards at the center of the pack, and fan the cards 
so that one of the “‘pointers” will be selected. Turn 
the pack around, and let the chosen card be re- 
turned. After the pack has been shuffled, a glance at 
the faces of the cards will reveal the chosen card, 
for it will be pointing the opposite way from the 
others. 





Tur Penci-Mark Pack 


Any pack of cards may be made “one-way” by a 
very simple process. Square up the pack and make 
two or three straight pencil lines at one end of the 
pack, the lines crossing every card. When a card is 
selected, the pack is turned around, and the chosen 
card is returned. A glance at the marked end of the 
pack will reveal a break in the pencil lines; at the 
other end of the pack, tiny pencil dots will appear. 
The breaks at one end and the dots at the other 
indicate the chosen card, and the pack should be cut 
at that point. 

ANOTHER Way to Finp A CHOosen Carn 


Here is an easy and effective method of discover- 
ing a chosen card. 

Run through the pack, and quickly place a num- 
ber of cards of one suit in a group at the center. 

Let a person select a card. Then fan out the pack, 
and have him replace it near the center, After the 
pack is squared up and cut twice, you can immedi- 
ately find the chosen card when you look through 
the pack. The card is not taken from the center but 
is put back in the center. 
Tim Dousre Carp ae 
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‘This is an ideal form of “card locator” for the 
inagician who performs with his own pack. A pack 
of cards with white margins should be used. Take 
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the odd card which generally comes with such packs 
and trim off the white margin. Then paste the 
trimmed card on the back of one of the cards in the 
pack. At a very close distance, the double thickness 
cannot be detected. 

As soon as a card has been taken from the pack, 
square up the cards and riffle one end of the pack. 
Your finger will encounter a sudden stop as soon 
as the double card falls. Let the chosen card be 
replaced at that point, and it will be directly above 
the double card. Then the pack may be squared up 
and cut. Your fingers will naturally lift off the cards 
above the double card, and thus the chosen card 
will be brought to the bottom of the pack. 
Anrnnnnenniy 


‘THe Suorr Carp 


Annee 

‘The short card serves the same purpose as the 
double card. It is simply a card which has about a 
sixteenth of an inch trimmed from one end. It is 
handled just the same as the double card and serves 
as a locator when the chosen card is replaced just 
above it. 

The short card, however, may be adapted to any 
pack of cards, if the magician takes the precaution 
to carry a pair of small scissors (preferably folding- 
ones) in his pocket. By pocketing a card from the 
pack, and finding an opportunity to leave the room, 
he may trim the end of the card and return it to 
the borrowed pack. 
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‘Tue Benr Corner 


In this trick, the magician fans the pack and holds 
the cards with the faces toward a spectator, inviting 
him to touch one of the cards. As soon as the spec- 
tator does so, the magician’s left thumb, which is 
hidden behind the pack, bends up the corner of the 
selected card. After the pack has been shuffled, a 
glance at the corner of the pack reveals the position 
of the chosen card, and the pack can be cut at that 
point. 


FALSE SHUFFLING 


False shuffling is the means whereby a card may 
be kept at the top or the bottom of the pack while 
the magician is shuffling the cards. A false shuffle 
should not be shown as a trick in itself. No especial 
skill is required in false shuffles; anyone who can 
shuffle a pack of cards in the ordinary manner can 
execute the false shuffle just as easily. 

First, suppose that the pack is to be shuffled in 
the dovetail fashion, by cutting it into two heaps 
and riffling the ends together. The magician has 
located the chosen card and has cut the cards to 
bring it to the top of the pack. In riffling the ends 
of the pack, he merely retains the top card with his 
thumb, so that it is the last card to fall and its posi- 
tion is undisturbed. 

Second, for an ordinary shuffle, to keep the chosen 
card on top of the pack, grip the pack between the 
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thumb and fingers of the right hand, the thumb at 
one end and the fingers at the other. Hold the pack 
with the bottom card facing the audience. Now the 
left thumb comes up, and pulls away some of the 
cards from the bottom of the pack. As it does so, 
the left fingers bring along the top card also. Then 
the right hand, aided by the left thumb, shuffles the 
remaining cards in front of the first group. The 
chosen card still remains on top. If the chosen card 
is originally on the bottom, the right hand holds 
the pack with the back of the top card toward the 
audience. Otherwise the shuffle is the same. 

In order to avoid confusion, the reader should 
study all card tricks with the pack in his hands. He 
should begin by laying the cards on the table as 
though ready to be dealt. The uppermost card is 
then known as the TOP card; the lowermost is the 
BOTTOM card. These conditions are always con- 
sidered the same, no matter in what position the 
pack may be held. 

Third, there is a very simple shuffle in which the 
chosen card is undetectably transferred from the top 
of the pack to the bottom, or vice versa. Hold the 
pack as previously described, with the top card 
toward the audience. ‘The left thumb pulls away the 
top card alone and. the remaining cards are then 
shuffled on top of it, so that the chosen card be- 
comes the bottom card. To bring the bottom card 
to the top, the magician should first take the precau- 
tion of turning his right side toward the audience; 


13 





then he takes the pack between the fingers and 
thumb of his right hand, with the top card toward 
the palm. The left thumb pulls down the bottom 
card alone, letting it fall into the bend of the left 
fingers; then the remaining cards are shuffled from 
the right hand into the left, the desired card then 
being on top of the pack. 
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‘The items previously described in this chapter 
are not complete card tricks in themselves. They 
are methods that lead up to clever conclusions which 
would be impossible without their aid. The follow- 
ing trick, which is a great mystery, is dependent 
upon a method given before. 

Effect: A card is chosen and returned to the pack, 
which is thoroughly shuffled. The magician takes 
a card from the pack, and exhibits it. It is not the 
chosen card. With a sudden movement, he thrusts 
the card face up into the center of the pack, and 
using it as a lever, lifts off the upper portion of the 
pack. When he turns the upper portion face up, be- 
hold! the chosen card is on the bottom of the upper 
portion! The quick thrust into the pack has dis- 
covered the chosen card. 

Method: Refer to “The Bent Corner” section on 
page 12. The trick is performed by the aid of the 
bent corner. When the magician holds the pack, he 
turns the edge toward himself and looks for the bent 
corner, which stands out quite plainly. It is a simple 
matter to thrust the odd card, face up, just below 
the card with the bent corner. 

DROWAO00000000 00000000000 00000000 0000009 0650004400% 
THE SPELLING TRICK 
0080084" 

A card is selected from the pack and is re-inserted. 

The magician cuts the pack several times. Then he 
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asks the name of the chosen card. Suppose it 1s the 
queen of clubs. He deals off the cards one by one, 
spelling a letter as he deals each card, thus: “Q-U- 
E-E-N O-F C-L-U-B-S.” He turns up the last card. 
It is the queen of clubs! 

Method: After a card has been taken from the 
pack, square up the cards in the left hand and then 
start to push the top cards to the side so that the 
chosen card may be inserted. In so doing, count the 
cards as your left thumb pushes them to the right, 
and as soon as you have reached eleven, calmly lift 
that group of cards, and let the chosen card be placed 
under them. This must be done nonchalantly. After 
your right hand has lifted the eleven cards, the left 
thumb should still push along a few more cards in 
a careless manner, but the break should be made 
just below the eleventh card. 

‘The selected card is then the twelfth from the 
top of the pack. Cut the pack into four heaps, and 
lay them thus: 


} 2 3 4 


Heap 4 is the top heap, and it should contain at 
least fifteen cards. Throw heap 4 on heap 2. Then 
drop heap 3 on beap 1, and place heaps 2 and 4 on 
1 and 3. This apparently mixes the cards, but it 
does not change the position of the top twelve. This 
procedure is known as a “False Cut.” It may be 
employed in other tricks instead of using a “false 
shuffle.” 
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Then ask the name of the chosen card. No matter 
what that card may be, you can spell its name in 
such a way that your count will end on the twelfth 
card. 

For example, ace of spades; spell A-C-E O-F 
S-P-A-D-E-S, and turn up the next card. 

Ace of clubs: Turn the top card of the pack face 
up and appear surprised to find that it is not the 
ace of clubs. ‘Toss it aside, and start spelling with 
the second card: A-C-E O-F C-L-U-B-S, and turn up 
the next card. 

Ace of diamonds: Spell A-C-E O-F D-I-A- 
M-O-N-D. ‘Turn up the last card on the letter D. It 
will be the ace of diamonds. 

Queen of diamonds: Spell Q-U-E-E-N D-I-A- 
M-O-N-D and turn up the card on letter D. 

King of diamonds: Spell K-I-N-G_ D-I-A- 
M-O-N-D-S and turn up the card on the letter S, 

By employing one of these various methods to 
suit the chosen card you can always end your spell- 
ing on the twelfth card. The joker should not be 
used in the pack. As soon as the chosen card is 
named, you can do the spelling mentally, or with 
your finger tips. With a little practice the trick pre- 
sents no difficulties. 


Tue Wisk Queen 

This is a very effective mystery. A spectator is 
invited to shuffle the pack. The magician takes the 
17 
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Suppose the queen of diamonds is named. ‘The magi- 
cian runs through the pack and removes the queen 
of diamonds. Then he lays the pack face down on 
the table and divides it into three piles. The spec- 
tator selects one of the piles and removes the top 
card; he lays it face down on the table without look- 
ing at it, 

‘The magician remarks that the queen of diamonds 
is very wise. He holds the queen to his ear, and pre- 
tends to converse with it. Then he touches the 
queen to the card that is on the table, and again 
holds the queen to his ear. 

“Ah!” he says, “the queen tells me that that card 
is the nine of spades.” The card is turned up, and 
it is the nine of spades! 

Method: In looking through the pack to find the 
queen of diamonds, the magician calmly glimpses 
the top card and remembers it. When he cuts the 
pack, he lifts off about two-thirds, leaving a small 
heap; then he moves to the right and drops another 
‘hird; and he drops the top group in the center. 
ite therefore knows the top card of the center heap, 
which we are assuming to be the nine of spades. 
\Vhen the magician asks a spectator directly in 
front of him to choose a heap, that person will al- 
inost invariably take the center heap, which fits 
right in with the magician’s plans. The top card of 
the heap is chosen, and the rest of the trick is 
merely by-play. 








Should the spectator choose another heap, the 
magician need not worry, for he has not yet stated 
what he intends to do. He turns to another person 
and says, “You take one also,” at the same time in- 
dicating the other end heap with a wave of his 
hand. If the spectator takes that heap, the magician 
says, “Now we have one heap left. We will use it.” 
: If the second spectator takes the center heap, the 

magician immediately forgets the first person, and 
centering his attention on the second person, tells 
him to lay aside the top card of his heap. 








‘THE X-RAy Carpcase 


The magician takes a pack of cards from the case. 
_ He holds the case behind his back and invites any- - 
one to insert a card, face down, in the case, closing 
the flap of the case so that the card will be entirely 
concealed. 

The magician then holds the cardcase to his fore- 
head and instantly names the card that is in the 
case, although no one has seen it! 

Method: A small hole is cut in the lower right 
corner of the back of the cardcase. The case is held 
back downwards, behind the back, with the thumb 
always covering the tiny opening. 

In raising the case to his forehead, the magician 
moves his thumb aside and thus catches a glimpse 
the index corner of the card insile the case. 
















‘THe Coror-CHANGING Carp 


This is a very smart and surprising trick. The 
magician turns the top card of the pack face up and 
shows that it is the six of diamonds. He throws the 
pack upon the floor, and the card instantly changes 
into the six of spades. 

Method: ‘The second card of the pack is the six 
of spades. 





ust before dropping the pack, push the 
two top cards, as though they were one, about three- 
quarters of an inch over the side of the pack. The 
pack must be thrown squarely upon the floor, and 
not too violently, or the cards will scatter. The pres- 
sure of the air causes the two top cards to turn over, 
so that the six of diamonds falls face down, while 
the six of spades comes face up. To the observer, it 





appears as though the six of diamonds has magically 
been transformed into the six of spades in the 


twinkling of an eye. 
Tue CoLor-CHANGING PACK 


Effect: The magician exhibits a pack of cards with 
the joker on the face (the bottom). He riffles the 
end of the pack, and shows that it contains red cards 
only. He blows on the pack, and riffles it again. This 
time the cards are all black! He blows on the pack 
once more, and this time the cards become both 
red and black. The pack may be thoroughly ex- 
amined. 
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Method: Separate the reds from the black, and 
dovetail the two portions very carefully, so that every 
___ odd card is red, and every even card black. Push the 
| two sections together, but stop before the ends are 
quite flush. Then put the joker on the bottom of the 
pack. The result is this: When one end of the pack 
is riffled, only red cards will be seen. In blowing on 
the cards, and transferring them from one hand to 
the other, they are turned around, and when the 
other end is riffled, only blacks will appear. In blow- 
ing on the cards again, the fingers push the two 
Bi sections flush together; so when the cards are riffled 
the third time, both colors will be in evidence. 
The pack must be held quite firmly during the 
ick. 


REverreevrrer tencenirerea wernt ececnercar at ccca ys 
THE THREE JACKS 
PPD DAD PLDACDV DROPDOWN 

The majority of tricks do not bear repetition, 
but here is one that becomes more and more per- 
plexing as it is repeated. It should not he overdone, 
however. 

The magician takes the pack and deals two heaps 
of three cards each, dealing the cards one at a time, 
He turns up the first hand dealt and shows that it 
contains three jacks. He gathers up the cards and 
repeats the deal; again the first hand receives the 
three jacks. ‘The deal is repeated several times, yet 
every time the three jacks fall in the first hand. 

‘This is apparently a feat of skillful dealing, but 
in reality, no dexterity is required. Four jacks ac- 
tually figure in the trick. On the top of the pack are 
three jacks, then an indifferent card, and then the 
fourth jack. The cards are dealt one at a time, in 
two heaps of three each; but when the sixth card 
is dealt, it must be slid under the second heap, being 
used as a lever to pick up that heap and put it back 
on the pack. ‘Then the first heap is shown to contain 
three jacks, which are replaced on the pack. The 
cards are then set to repeat the trick. 


PAAR AANONT AAA AAAI 499494404 OTA 
Tue Carp IN THE POCKET 
VV 


‘This trick depends upon a variation of the prin- 
ciple just explained. A pack of cards is shuffled, and 
the magician tells a person to count off any number 
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of cards, say ten, and then look at the next card (the 
eleventh) after which he is to replace the cards he 
has counted off, leaving the selected card in its orig- 
inal position. 

This is done while the magician’s back is turned. 
‘Then the pack is given to him and, looking through 
the cards, he removes one and puts it in his pocket. 
The pack is given back to the spectator, who is told 
to count down to his card; but when he reaches the 
eleventh card, he finds that his card is gone. The 
magician thereupon removes the chosen card from 
his pocket! It must be remembered that the magi- 
cian does not know the number of cards counted 
off by the spectator, and this makes the trick appear 
very mysterious. 

Method: In giving the pack to the spectator and 
explaining how he must count off the cards, the 
magician notes the top card. In counting the cards 
off one by one, the spectator reverses the order of 
the cards. When he looks at the eleventh card and 
puts the ten cards back on top, the card which the 
magician knows comes directly over the chosen card. 
The magician merely has to look for his own card 
and remove the card below it. 
VARAAAAANOAAAA E160 0014 0400900000004 2000000044000 

THe Turn-Up Carp 
AREA EEN E ETT 04 

The Turn-Up Card is a very pretty conclusion 
for a card trick. The magician simply slides the pack 
along the table, and the chosen card mysteriously 
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turns over in the middle of the pack, and lies face 

up. 
In its original form, this trick was done by having 

the chosen card on top of the pack, brought there 

by the magician’s customary method. As the pack 

was dropped, the top card was allowed to “project, 
as in the Color-Changing Card, so that it would turn 
face up on the pack. 

In the improved method, the magician holds the 
pack crosswise in his right hand. ‘The right thumb 
pushes forward the top card and the fingers lift it 
slightly. Then he slides the cards along the table. 
in an easy sweep. The air pressure turns over the 
top card, which falls in the midst of the sliding cards 

_ just as though it emerged from the center of the 
pack. 

There is nothing dificult about this trick, but 
there is a certain easy knack that. once acquired, 
makes the trick a perfect illusion. 

® Aer AY 
‘THe BuRGEARS 


Vere 


There is an old trick called the “Four Burglars,” 
which is now so ancient that it is hardly worth per- 
forming. There is, however, a new adaptation of 
the trick which is entirely different in method, and 
it makes a very interesting experiment in im- 
promptu magic 

Three jacks are shown, representing three bur- 
glars. A king is also used to represent a detective, 
while the pack represents a house. 















The story goes as follows: ‘“Uhe three burglars 
decided to rob the house, so one went in the front 
door.” (A jack is placed on the bottom of the pack.) 
“Another entered the back door.” (A jack goes on 
top.) “The third went in a window.” (The third 
jack is pushed into the center of the pack.) “The 
detective, seeing this, went in the back door also.” 
(The king is placed on top.) 

“The burglars, hearing the detective, ran around 
in the house.” (Here the pack is cut three times.) 

‘The pack is then fanned, and in the center of 
the pack are found the three burglars, each one 
guarded by two detectives. That is, in the center 
of the pack, seven cards are discovered clustered 
together in the following order: King, jack, king, 
jack, king, jack, king. 

Before commencing the trick, secretly place the 
fourth jack between two kings at the bottom of the 
pack, and put a king on top of the pack. No one 
knows of this preparation. When one jack “goes in 
the window,” push it in the pack quite a little above 
the center. Place the other cards as described. ‘Then 
when you cut the cards, the three jacks and four 
kings will be together as described. One cut is 
sufficient, but two additional cuts add to the effect. 





KINGS AND QUEENS 


Effect: The four kings and four queens are re- 
moved from the pack. They are gathered together in 
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a pile, which is cut and apparently thoroughly — 


mixed. The magician puts the cards behind his back 
and brings out the king and queen of clubs, then the 
king and queen of spades, then diamonds, and finally 
hearts. All the kings and queens are paired! 

The cards are stacked together again, and the 
heap is cut. This time the magician brings out the 
four kings in one hand and the four queens in the 
other. 

Method: In arranging the cards, lay the four 
queens together, and the four kings together; take 
care that the order of suits is the same in each group; 
say diamonds, clubs, spades, hearts. Put the two 
groups together. The packet may be cut any num- 
ber of times, and you can make this more effective 
by taking off three or four cards from the top and 
putting them on the bottom, and then peeling 
off five or six cards from the bottom and placing 
them on the top, all in one continued movement. 

Simply put the cards behind your back and hold 
them in your left hand, your forefinger separating 
the top four cards from the lower so that you have 
two packets. With your right hand take the top 
cards from each group. They will be the king and 
queen of the same suit. The next two cards will also 
be of the same suit and so on. 

For the second part of the trick, put the paired 
kings and queens in one group, but take care that 
their order runs king, queen, king, queen, king, 
queen, king, queen; or queen, king. queen, etc, Put 




















the cards behind your back and draw off the top 
card between the right thumb and forefinger; the 
second between the forefinger and second finger. 
Proceed thus so that the odd cards are in one group. 
the evens in the other. One group will contain the 
kings, the other the queens. 
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‘THe Auromatic Risinc Carp 


VAAN EADIE PUFA DREADED UOT IAAT OATATAY 


A drinking-glass is employed in this trick. Any 
card is taken from the pack and is pushed down 
into the glass. A spectator is told to ask the card to 
rise. The card, however, does not obey the command. 
The magician removes the card from the glass. 
strokes it on his sleeve, and inserts it in the glass, 
from which it immediately rises to his outstretched 
hand. 

Method: Use a smooth-finished glazed card, and 
a glass with tapering sides. Take a piece of dry 
soap and rub it on the inside of the glass, making 
two narrow channels at opposite points, running 
from the top of the glass to the bottom. When the 
card is pushed down into the glass so that its edges 
come in contact with the smooth paths, the card 
will rise; but if it is not pushed in at the correct 
point, it will not rise. The soap should be applied 
carefully and evenly; then its presence will not be 
bservable. 
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Ture Carp on tHE HAND 


This is a surprising finish to a card trick. After 
a chosen card has been brought on top of the pack 
by any one of the methods described, the pack is 
cut into two portions. he magician places the lower 
portion on the palm of his hand and tosses it in the 
air. He thrusts his hand among the falling cards, 
and the chosen card appears on the back of his 
hand, apparently caught out of the others. 

Method: The magician has a tiny bit of lead 
plaster affixed to the back of his hand. When he 
places the lower heap on the palm of the hand, he 
momentarily rests the back of the hand on the upper 
heap. When the hand tosses the lower heap in the 
air, the chosen card sticks to the back of the hand. 
‘The hand is simply turned over amongst the falling 
cards, and the illusion is complete. 





U HE Spirir Carp 


The Spirit Card is a perfect little mystery that 
requires a minimum of skill. An envelope is shown 
empty, and a tiny piece of cardboard is put in it, 
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Then a pack of cards is cut and the envelope is 
inserted between the two halves of the pack. The 
spectators then look at the card just below the en- 
velope. It is the four of diamonds. The envelope is 
opened, and the tiny card is shaken out. On it is a 
picture of the four of diamonds! ‘The envelope is 
then tossed on the table. 

Method: ‘Uhe envelope is a double one, made by 
cutting off the front of another envelope and insert- 
ing it in a genuine envelope. When the two flaps are 
stuck together, the envelope appears quite innocent. 

It is best to use a small envelope with the flap at the 
end. 

In the front compartment of the envelope, place 
the tiny four of diamonds (or whatever card you 
wish to use). The tiny card can be drawn with ink: 

a tiny photograph or a printed card is preferable 
if one can be obtained. 

The top card of the pack is a four of diamonds. 
Show the envelope apparently empty, and drop in a : 
blank card of the same size as the miniature that is 
hidden in the envelope. Cut the pack, and after 
sealing the envelope, calmly place it on the top 
portion of the pack, putting the lower portion on 
the envelope. This is a bold procedure that never 
fails to pass detection. The spectators look at the 
card underneath the envelope. 

Remoye the envelope, cut it under the flap, thus 
opening the front compartment, and let the tiny 
card fall out. While every one is examining it, and 









at 








the surprise is great, calmly put the envelope in your 
pocket. There you have a duplicate envelope, which 
is unprepared, and which has been sealed and 
opened. As an afterthought, you bring out the en- 
velope (really the duplicate) and drop it carelessly 
on the table. No one ever notices this simple ex- 
change, as it is done quite naturally. Do not say 













anything about the envelope; after a while some 
one will pick it up and examine it. 


AATATADA 848 ETHAN EATER AEE E EO NeeeeeeNONneREeieaee 
THe ReEversinG Carp 
AMAaoemns meses 


‘The effect of this trick is not new; but the method 
has been so simplified that the trick may be per- 
formed with very little practice. 

A card is taken from the pack and noted. It is 
returned to the magician, who pushes it face down 
into the pack, holding the pack well squared to show 
that he cannot keep track of the card. 

The pack is laid on the table and the magician 
waves his hand over it. He deals off the cards one by 
one, and suddenly he comes to a card that is face up. 
It is the chosen card! 

To perform this trick, use a pack that has white 
margins around the edges of the backs. Secretly turn 
the bottom card of the pack face up. Then fan the 
cards, taking care not to show the bottom card, and 
have a card selected. 

While those present are looking at the card, turn 
your back so that you will not see it. This gives you 
time to square up the pack and turn it over, so that 
the bottom card is on top. The reversal of the bot- 
tom card may be left until you turn your back, but 
it is safer to attend to it beforehand if possible. 
When you put the chosen card back in the center 
of the pack, it really goes in upside down; the re- 
versed bottom card makes the pack appear normal. 
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Hold the pack in your left hand, the fingers at one 
side and the thumb at the other, with the palm up- 

wards. As you approach the table, turn your hand 

over (back up) with a sweeping motion, and lay the 

pack on the table. Pass your hand over the pack 

and deal the cards until you come to the chosen 

card, which will be face up. 

FADS . TLDS WRN ORWRRTRDRDAAA EVAN 


An AMAZING DiscovERY 


. Meee 

The magician spreads a dozen cards in a tan, and 
invites a person to center his attention upon one 
particular card. The cards have been chosen at 
random, and their backs are toward the magician. 

As soon as the spectator has made his choice, the 
magician looks in his eyes, and immediately names 
the chosen card. 


Method: As soon as the person centers his gaze 
upon a particular card, the magician calmly bends 
up the lower corner of the card. This is very easy 








to do, as the cards are held with both hands, and 
the thumbs are in back. The left thumb does the 
bending, and the magician slyly observes the index 
corner of the chosen card, which is hidden at the 
back of the fan. 

Then he looks in the spectator’s eyes, and names 
the card! 


THe TRAVELING AGE 


‘Take a pack of cards and show the ace of clubs, 
which you place on top of the pack for a moment. 
Then remoye the card and push it into the center 
of the pack; when the card is one-third in, tilt the 
pack up so that everyone may glimpse the ace. 

As soon as the ace is fairly in the pack, the cards 
are snapped, and the bottom card is turned up. Ii 
is the ace of clubs, back on top! 

Method: When you show the ace of clubs, the 
three of clubs is in back of it, the two being held as 
one. The cards should be bent slightly outwards by 
pressure of the thumb and fingers at opposite sides. 
Then the double thickness will not be detected. 
‘The cards are laid on the pack, and the three (sup- 
posedly the ace) is removed and pushed in the cen- 
ter. When the card is one-third in, tilt up the pack. 
holding your finger tips over the end of the card. 
Only the center spot of the trey will be observed; 
push the card all the way in, and everyone will be 
satisfied that the ace is actually in the center of the 
pack. 
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FinpING A CHosen Carp 


LUA RAO 

A pack of cards is divided into two portions. A 
spectator selects a card from one half, and places 
it in the other, which is shuffled. ‘The magician looks 
through the half of the pack and immediately dis- 
covers the chosen card! 

Method: In one half of the pack are all the odd 
cards—ace, three, five, seven, nine, jack, and king. 
‘The other half contains the even cards. No one will 
notice this. 

When a card is placed from one section to the 
other, the magician can immediately discover it 
when he looks through that portion of the pack. 


MALTESE CRossES 

The magician states that he will play a joke on 
his audience. He arranges eight cards in two groups 
so that they form two Maltese crosses. Then he in- 
vites a person to choose any four of the cards—one 
cross or the other; or four cards in a line—or any 
combination that pleases him. This is done and the 
four cards are removed. 

From the four remaining cards, two are selected; 
and finally of the two that remain, one is chosen. 
The final card is turned up, and it proves to be the 
joker! 

This is artfully accomplished. The magician 
knows the position of the joker among the eight 
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cards that - e laid face down. If the joker is in 
the four cards first chosen, the magician removes 
the other four cards. If it is not in the first four, 
the magician picks up the four that are chosen. 

He repeats this procedure with the four cards that 
remain, either leaving or picking up the two that 
are chosen. When the final choice is made; the 
magician picks up the card if it is not the joker; but 
if it is the joker, he removes the extra card, leav- 
ing the joker on the table. 

When this trick is performed in a nonchalant 
manner, its effect is very mystifying. 


A Mysrertous CoINcIDENCE 


‘The magician asks that a pack of cards be shuftled. 
He takes it and shuffles it a little himself. ‘Then he 
lays the pack on the table, and writes something on 
a piece of paper which he gives to a person to hold. 

Another person now deals off any number of 
cards—say eight—one by one, immediately replacing 
them on the pack. 

Then the first person deals off the same number 
of cards, and turns up the last one. He is told to 
look at his slip of paper, and it bears the name of 
the card he has turned up! 

After the magician takes the pack to shuffle it, he 
secretly notes the top card of the pack. Or better, 
he notes the bottom card, and in shuttling, draws off 
all the pack from the bottom card and shuflles the 
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cards beneath it, thus bringing the bottom card to 
the top. 

That is the card whose name he writes on the slip 
of paper. 

When another person deals off some cards one 
by one, he reverses their order as he lays them faces 
down on the table. Thus if he deals eight cards, the 
card the magician has written becomes the eighth 
card from the top. So when the first spectator deals 
off the same number of cards, he naturally comes to 
the card that corresponds to the written message. 


A Carp THROUGH THE PLATE 


A card is chosen and replaced in the pack. The 
magician shuffles and cuts the cards. He lays them 
on the table and exhibits a plate and a hat. 

He lays the pack of cards on the plate, which is 
set upon the hat. Then he says “Pass,” and when 
the pack is examined, the chosen card is gone. The 
plate is lifted and the card is found in the hat! 

When the chosen card is returned to the pack, the 
magician tilts up the faces of the cards so that the 
chooser can have a last look at his card. This gives 
the magician an opportunity to bend up the inner 
corner of the chosen card with his thumb, as the 
pack is held fanned, and the chosen card is not 
entirely in. 

He then shuflles the pack, and when he cuts it, he 
cuts at the spot in the pack where he sees the bent 
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corner forming a hump, This brings the chosen - 
card to the top of the pack. | 5 
There is a dab of soap on the bottom of the plate. i 
After showing the plate the magician shows the hat, 4 
and carelessly lets the plate rest on the pack. Thus 4 
the plate picks up the chosen card. 
In setting the plate on the hat, the chosen card i 
is dislodged, either by the finger or by the brim of ‘| 
the hat, and it falls in the hat. ‘The pack is placed | 
on the plate, and of course the chosen card is miss- 4 
ing to be discovered later in the hat. i 
Aa raaneeses vent nseesesssnseseseseeseetssetieveseees q 
Aw Easy Four Acr Trick 
Everyone has heard of the “Four Ace Trick,” \ 
and here is an easy way to present this mystery. 4 
The four aces are shown in a fan and are replaced 
on the pack. They are then dealt in a row, and 
three cards are dealt on each ace. 
One ace and its three odd cards are chosen. The 
magician snaps the other piles and throws them on 
the table. The aces are gone, and they are found in 
the odd pile—all the aces together. 
‘The first important part of this trick is the method 
_ of exhibiting the aces. They are held in a fan—taces 
toward the audience; but behind the third card from 
the front are situated three indifferent cards. 
That is, the fan might be: ace of spades, ace of 
hearts, ace of diamonds, three odd cards, and ace 
_ of clubs. The three extra cards are squared up, 
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however, so that they and the ace in front of them 
appear to be one card, 

The four aces are exhibited in this fashion. and 
are placed on the pack and squared up. ‘Then the 
top four cards are dealt in a row. They are sup- 
posed to be the aces, as each card is dealt face down; 
but only the first card is an ace. 

In moving the cards around a bit, the real ace 
should be allowed to fall from the pack, accidentally, 
being immediately picked up, the audience, how- 
ever, catching a momentary glimpse of its face. 

Three cards are dealt on each supposed ace, the 
first three cards from the top of the pack going on 
the real ace. Those three cards are the three aces; 
thus the four aces come together, while each of 
the other heaps holds four indifferent cards. The 


four heaps are laid in a row, thus: . 
Four Four Four Four 
Ordinary Ace Ordinary Ordinary 
Cards Heap Cards Cards 


A spectator is asked to choose a number between 
one and four. This apparently gives him any choice. 
but it implies that he should say two, or three. If he 
says ‘two,’ the magician counts from the left of the 
line; if he says-“‘three,” the magician counts from 
the right, ending his count in either case upon the 
four ace heap. Should the spectator say “four,” the 
magician replies: “We will use all four heaps. Give 
me another number.” 
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Should the spectator say “one,” the magician re- 
plies: “We will choose one heap from the four. Let 
me have another number.” But the original question 
invariably eliminates one and four. 

All that remains is to command the aces to pass, 
all four being found in the chosen heap. ‘The magi- 
cian should do this with much pretence, having a 
spectator place his hand upon the chosen heap, and 
snapping each of the odd heaps. He should create 
the impression that he is doing something really 


marvelous, 
VAAAAAAAA AAA 

‘THe PAppie Trick 
AAAAAAA AAA NOA4444484401004944 AeAAnan 


‘The magician shows an ordinary mustard paddle 
which he lays on the table. A pack of cards is cut, 
and the paddle is laid between the portions of the 
pack, after both sides of the paddle have been shown. 
When the top part of the pack is lifted, a tiny card 
is seen on the strface of the paddle; and that card 
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corresponds to the bottom card of the upper heap— 
that is, the card directly above the paddle! 

The tiny card, which can easily be made with red 
or black ink, is affixed to the paddle in the first 
place. The card that corresponds to it is on the 
bottom of the pack. The pack is cut; then the 
paddle is shown apparently on both sides; but in 
turning the paddle over, it is revolved between the 
fingers and thumb. (See Fig. 1.) Thus one side of 
the paddle is shown twice. The magician picks up 
the lower half of the pack, and places it on the 
upper, inserting the paddle between. As he does so. 
he gives the paddle a half turn, bringing the tiny 
card upward, directly below the card that corre- 
sponds to it. 

This trick has a very surprising conclusion; it is 
not difficult to operate, as the paddle turning is 
very easy—simply an adaptation on an old trick 
known as the “Jumping Peg Paddle.” It is possible 
to obtain paddles with rounded ‘handles for this 
trick, and they revolve very easily. 

. ¥ b0240044% 
‘TELEPHONE “PELEPATHY 

‘This is a variation of the ‘Velephone “Trick,” 
simplified and improved. i 

A person names any card in the pack, and some- 
one is sent to a telephone to call up a mind-reader. 
When he comes to the phone, he is asked the name 
of the chosen card, and he names it immediately. 
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This is done by a code. The old code required 
fifty-three names, one for each card in the pack. 

In the new system, two names are given. The per- 
son telephoning is told, for example, to ask for Mr. 
Edward Arnold. That name means the five of dia- 
monds. Here is the system: : 


NGO anit oes: Arthur (A) Eight ....Harry (H) 
BU Olpc ori os Bill (Bye Nine-....<. Isaac (1) 
BIBLGCe@ eats cere = Charlese.(G) “Gent... 2. Joseph (J) 
BOC o aise < Davids (D) ce Jack- .cisre« Kent (K) 
BV eeil as. Edward (E) Queen ...Louis  (L) 
BIR teehee + Frank (F) King ..... Max (M) 
SCVeNinc de Georges (G) ajoker .... Tom 7(™) 


Any first name beginning with A means ace; any 
beginning with B means two, and so on; thus Al- 
fred, Bob, Channing, Dudley, or any other first 
name may be given provided that it starts with the 
proper letter. For the joker, any letter after M. 

The suit is told by the last name: a name begin- 
ning with A, such as Andrews, means diamonds; a 
name beginning with B, such as Ball, means clubs; 
a name beginning with C, such as Cushing, means 
hearts; while a D name, as Desmond, means spades. 

‘Thus, if someone chooses the eight of hearts, the 
magician should say: ‘‘Go to the telephone and ask 

- for Herbert Carter, when you have called this num- 
ber. He will tell you the card you have in mind.” 
The king of diamonds would be Max Andrews, and 


i. oe 41 





Perea 






















the first name is after M, and the last name is after — 
D, as Willard Watkins. 


VORB UATARAA ADEA LAA ABS OAAAAL OAS AAAAAAA EAS 


Carp AND Coin ‘Trick 
LRAAA SURE RAS USUAL ALOT TATRA EUAN 


This is a showy little trick—in reality a bit of 
juggling that looks very difficult yet which can be 
easily learned. 

Balance a card on the | tip of your left forefinger. 
Upon it place a coin—the heavier, the better. With 
your right forefinger flip the card, and it will sail 
away across the room, leaving the coin balanced on 
your finger. This is very pretty and surprising; once 
you have the knack you can do it every time. 
DOO t88880 
‘THe Mysterious JOKER 
OAD 8n000 

The magician takes a pack of cards and riffles it. 
holding it in his left hand, while the right hand 
releases the cards one by one. In this way he shows 
the backs of the cards—all blue. 

‘Then he turns the pack over and riflles it slowly, 
looking for the joker. But the joker is not there. : 

“Strange,” remarks the magician. “Let’s look 
through again.” He holds the pack faces up and ~_ 
deals the cards one by one. Suddenly he comes to 
the joker! 

He turns the joker over, and its back is red! 
Method: Take the joker from a red pack 2 






to round the corners. When the joker is inserted in | 
_a blue pack and the front of the cards are riflled, the 
joker will not be seen, for being short, it falls with 
one of the other cards. 
Likewise when the backs of the cards are riffled, 
the joker will be invisible, and its red back will not 
-come into view. The appearance of a red-backed 
joker in a blue-backed pack is very mystifying. + 
6906000006 0606000000050000000000000009009090000040900004 


Carp Weancine Unper Foor 


VRAAW0000800000000000000000000000000000000700000080000004 
Show an ace of hearts and throw it face down on 
the floor, asking a person to put his foot on it. 
When he lifts his foot the card turns out to be the 
ace of spades! 
Method: Hold the ace of hearts and ace of spades 
as one, the heart being in front. The fingers are at 
the back, and the thumb at the front. In throwing 
the card face down push the back vcard forward, so 
that it falls alone. The hand, still in motion, slaps 
the pack which is in the other hand, leaving the ace 
_ of hearts on top. If this is done rapidly, all eyes will 
follow the falling card and the change will not be — 
detected. 
a ahha lat le tt at tl tat tl ca att t 


‘THe Circie or Carns 
VAR BN000 0000000000000 000000010101 


There is a very pretty pattern which may be 
pues ae ora by a very simple method. 





‘Take half the pack and bend the ends inward, 
very sharply. Bend the ends of the other half out- 
ward. Then sort the cards so that they are arranged 
alternately. 

Set the pack on its side, and hold the end closest 
to you. The cards will spring out and start to form 
a circle. By carefully arranging their position, you 
can make them form a neat and artistic circle, which 
when completed will balance perfectly. This should 
be followed by another design, called the rosette. 


CIRCLE ROSETTE 


‘THE ROSETTE 


This requires the formation of the circle in the 
manner just described. 

While the cards are in the balanced circle, state 
that you will show a transformation that is very sur- 
prising. 

Hit the table, and the cards will fall, evenly dis- 
tributed, forming a neat rosette. 
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manent 
arnt Risinc Carp FROM Cas 
1 WRAINBATATIOT tet rt ItHTsteettsetet TEN teteteMt 


By this method, the magician can make a playinie 

_ card rise from the case. It can either be a joker, ace 
_ of spades, or some outstanding card, or it can be a 

chosen card, which the magician has learned by the 

method just described. 

The pack is put in the case, and the case is shaken 
up and down, the cover being turned back. The 
desired card will rise. 

__ The trick is accomplished by simply shaking the 
pack up and down in the case. This action will 
cause a card to rise. “The magician should experi- 
ment and discover which card rises in the particu- 
lar case he uses. It may be the bottom card, the 

~ second from the bottom, or even the top card. He 

places the desired card at the proper position be- 


fore he puts the pack in he case. 
VAAA9000000.00000900 000% 































‘ REVEALING THE CARD 
AAA 950060 090000808 AWWW > 


A pack of cards is shuffled, and five cards are 
dealt faces up on the table. A spectator is told to 
_ choose one mentally. Then the magician picks up 
the cards, turns his back for a moment, and studies 
the cards. He turns around, and states that he can 
reveal the chosen card. He asks the person to name 
diego 
“Five of hearts,” is the reply. 

The magician instantly cuts the pack to the five 
of hearts. 
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Method: When the magician turns around, he 
has memorized the five cards. He puts one on top 
of the pack, one on the bottom, two in the center, 
leaving the deck slightly broken between them, and 
he slips the fifth card into his pocket. 

He does not know the chosen card, but he tells 
the spectator to name it for the benefit of the other 
people, so that they can see the trick actually per- 
formed. 

If the chooser names the card that is on top of 
the pack, the magician tells him to look at the top 
card. If he names the card on the bottom, the magi- 
cian turns up the pack revealing that card. If he 
names one of the two cards in the middle, the magi- 
cian quickly cuts the pack at the break, and shows 
the card above the cut or below the cut as the case 
may be. The break between the sections is formed 
by simply laying the upper section at a slight angle 
upon the lower. ‘This is never noticed, as the pack 
is not too well squared; but it serves as a guide to 
the magician and enables him to cut there instantly. 
If he names the fifth card, the magician takes it 
from his pocket, and demonstrates that it is the only 
card he removed from the pack. In any event the 
discovery is effective. 

AA 0 et 
Two PackrTs 
POO 0990004004044440044448044 

A person takes a small packet of cards, and the 
magician also takes a small packet. 
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" “Count your cards,” says the magician. “If your 
total is odd, my cards will make it even; if your total 
is even, mine will make it odd.” 

The person counts his cards, and the magician 
adds his packet. The spectator’s total is immediately 
changed from odd to even, or from even to odd as 
the magician predicted! 

Simply deal yourself an odd number of cards, and 
the trick is sure to work. Odd plus odd will pro- 
duce even; even plus odd will be odd. Thus you are 
sure to change his total! 


PAPUAN UTADA NTH96 F9590754 RATED 


Rep anv BLack 


881909 

A pack of cards is shuffled by the audience. The 
magician takes it and deals it into two heaps. When 
they are turned up, the reds are in one pile, the 
blacks in the other! 

Method: Obtain two packs of cards that have 
the same pattern, but one with cushion finish and 
the other without. 

The cards will look exactly alike. Make the red 
cards smooth ones, and the black cards rough ones. 
In dealing, you can tell which is which every time 
you touch a card. 


WAAR 0000040000000 EET EEO T ETFO TTT E TEEN OTTO E ED 


Forcinc A Carp 
OO 


Here is a simple and effective method of making 
a person take a desired card. 
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The pack is given to a person and he is to 
count off any number of cards one at a time. He does 
this and is then told to replace the cards on the 
pack—say twelve. 

Another person is told to verify the count. He 
does so, and when he reaches twelve he is told to 
look at the card and remember it. 

When the first person counted the cards, he re- 
versed their order. So when the second person 
counted them, he ended on the card that was orig- 
inally the top card! 

So all the magician had to do was start with the 
desired card on the top, and he knew that that card 
would be the chosen one! 

The magician can hold the pack to his head and 
name the forced card in a mysterious manner, thus 
concluding an effective trick. 


ery * ULV AAT 


A SURPRISE 


Ware WDB DOW WOW 000000000 000100000000000000000 
‘The magician takes two cards from the pack and 


puts one in each trousers pocket. A spectator chooses 
a card. Suppose it is the nine of clubs. Without look- 
ing at the card, the magician draws the cards from 
his pockets. One is a nine, the other is a club. 

Method: Have the pack shuffled, and run through 
it noting the top card. Take two cards that corre- 
spond to it, as a jack and a diamond for the jack of 
diamonds, or whatever the case may be. 

Then force the top card by the counting method 
described above and the trick will work itself! 

















HECKERS are common objects that are suited to 


many impromptu tricks; yet somehow they 
have been neglected in the past. There are, however, 
quite a few good checker tricks in existence, and 
some of them are explained in this chapter. 

Every household has its checkerboard and set of 
checkers. They are inexpensive articles that can 
furnish many minutes of diversion and entertain 
ment. 


THe Macic KNock-ou't 


Ten checkers are stacked up, and all are red ex- 
cept the fourth from the bottom, which is black. 

The magician stands another checker on edge, 
and by pressing down with his finger, snaps it so 
that it shoots rapidly on edge against the stack of 
checkers. 
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Instead of the stack falling, or the bottom checker 
going out, the one black checker, fourth from the 
bottom, flies from the stack, while the other checkers 
do not fall. 

This is a very surprising experiment, and it is 
hard to believe, even after one has seen it performed. 
It is because the black checker is just high enough 
to receive the blow from the edge of the checker. 

Note: If unusually thick checkers are used, it is 
possible that the third checker from the bottom may 
be the one ejected, This can be determined by ex- 
periment, and the black checker should be placed 


at the proper position. 


A Cuecker Trick 


Aenean 

Lay three checkers in a row, a black between two 
reds. ‘hen ask someone to move one red one so 
that it comes between the other red and the black; 
yet the second red checker must not be touched, and 
the black checker must not be moved! 

These conditions make the trick sound impos- 
sible; but the procedure is very simple. 

Place a forefinger on the black checker, and with 
the other hand slide the first red checker forcibly 
against the black. The blow will cause the second 
red checker to slide away, although the black 
checker is not moved. 

‘Then the first red checker may be placed between 
the second red and the black. 









MAKING KINGS 


‘The magician lays ten checkers in a row, and 
starts to make kings in a peculiar fashion. 

He lifts one checker, passes it over two, and sets 
it on the next checker. He lifts another, passes it 
over two and sets it on the next checker, and con- 
tinues thus until he has made five kings with ten 
checkers. 

He must always pass the lifted checker over two, 
whether these two are separate or have been made 
into a king. 

People who try to duplicate the quick and cer- 
tain moves of the magician will generally make a 
mistake before they accomplish the trick. 

Here are the correct meves: Pick up 4 and pass 
it over 3 and 2 setting it on 1; 6 over 7 and 8, placed 
on 9; 8 over 7 and 5, placed on 3; 2 over the 3 and 8, 
placed on 5; 10 over the 9 and 6, placed on 7. The 
numbers refer to the positions of the checkers in 
the row. 


‘THe Cotor CHANGING CHEC 
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A stack of about seven checkers is set up with a 
black checker in the midst of red ones. 

The stack is covered with a paper tube; when the 
tube is lifted, the black checker is gone, and only 
red ones remain! 

Method: Cut a loose ring of black paper that will 


bl 
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fit around a checker. ALL of the checkers in the 
stack are red ones, but the center one has the ring 
around it, and appears to be black. The stack should 
be slightly uneven. 

The paper tube is used to straighten the stack, 
and the tube when lifted carries away the black 
ring inside, leaving all red checkers. 

Rat veeeernenen ones ee ee ee 
MoviING THE CHECKERS 
ween ee VV eV Se AA SASS 

The magician places eight checkers in a row. 
alternating red and black. He makes four quick 
moves, moving two checkers at a time, and at the 
finish, all the reds are together and so are all the 
blacks! 

To learn this quick little trick, number the 
checkers from | to 8, and assume that there are two 
other spaces, 9 and 10, which are not filled with 
checkers. 

Then move the checkers thus: 2 and 3 to 9 and 
10; 5 and 6 to 2 and 3; 8 and 9 to 5 and 6; | and 
2 to 8 and 9. 

All the reds will then be together; and so will 
all the blacks. 


VO WV0018000000000000000000000000005000000000000000000009 
ELEVEN oR TWELVE? 
VEO 
Lay three checkers on the table. Pick them up, 
counting “one, two, three,” and lay them down, 
one at a time, counting “four, five, six.” Pick them 
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up, counting ‘‘seven, eight, nine,” and lay them 
down counting ‘‘ten, eleven, twelve.” 

This appears quite fair; but when the count is 
repeated, it ends at eleven instead of twelve, and 
no one can tell why! 

Method: Picking up the checkers, count “one, 
wo, three,” and laying them down count ‘‘four, five, 
six.” Then pick them up, counting “seven, eight—”’ 
but as you pick up the last checker, immediately lay 
it down as you say “nine.” Then follow with the 
two checkers in your hand, counting “ten, eleven.” 

This is very deceptive, and it will completely 
baffle people. When they want to try it, give them 
the checkers, and they will start the count by laying 
the checkers one at a time on the table. This means 
failure, as the checkers must be on the table at the 
start. 

Of course everyone will want to see this trick 
repeated. To repeat it might give away the secret; 
so instead, the following trick should be performed: 


NINE OR ‘TEN? 
‘Three checkers are laid on the table. A person is 
told to pick them up counting “one, two, three,” 
and to lay them down counting “‘four, five, six,” and 
then to pick them up counting “seven, eight, nine.” 
But when the magician counts the checkers, his 
total is ten! 
Method: The magician starts with the checkers 
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in his hand, and lays them down counting “one, 
two, three.” He points at an end checker and says 
“four,” then picks up the other two counting “five 
—six.”” He immediately picks up the checker still 
on the table, saying “seven,” and lays down the 
checkers from his hand, one at a time, counting 
“eight, nine, ten.” , 


Ricut AND LEF1 


Take a piece of paper and on it mark seven 
squares in a row. Place three black checkers in the 
three squares at the left, and three red checkers in 
the squares at the right. 

The trick is to transpose the checkers, putting red 
on the left and black on the right, in accordance 
with the following rules: black can move only to the 
right, red only to the left; each checker can be 
moved only one square at a time; single jumps are 
allowed. 

This is a very perplexing problem, which cannot 
be performed in less than fifteen moves. ‘There is a 
system to it, and the magician can execute it quickly 
and perfectly by following two simple rules: First: 
Start with any color checker and move it, but after 
every single move by one color, make a jump with 
the other color. 

After a jump, advance with the same color that 
made the jump. The positions will indicate whether 
you must make another jump or just a single move. 
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After the ninth moye, the rules do not apply, 
but from that point on the moves are easy and 
obvious. 





A Trick WITH A CHECKERBOARD 


Eight checkers and the checkerboard are used in 
this trick. The object is to lay eight checkers on the 
board in such a way that no two will be in the same 
line, vertical, horizontal or diagonal. 

People will try this puzzler for a long time with 
no success; but one who knows the secret can do it 
in an instant, 

Simply remember the following numbers: 5, 2, 4, 
6, 8, 3, 1, 7. Note how the even numbers run in 
rotation. 

Place the checkerboard in front of you and lay 
the first checker on the fifth square of the top row; 
the next on the second square of the second row, 
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and so on, according to your formula. ‘Then the 
conditions of the trick will be fulfilled. 


PickING OuT THE Brack 


All the red checkers are thrown into a hat, along 
with a black checker—the spectators selecting any 
black checker that they wish. The magician shakes 
the hat, and holds it behind his back. Then reach- 
ing in, he immediately draws out the black checker 
from among the red ones. 

Method: The magician secretly obtains posses- 
sion of a black checker. This he holds beneath his 
fingers which are holding the inside of the hat 
brim—or the checker can be put beneath the in- 
side band of the hat. é 

When the hat is behind his back, the magician 
shifts hands and brings out the duplicate black 
checker. 

He immediately turns over the hat on the table, 
and lets the red checkers fall out upon the remain- 
ing black checkers which are lying there. Thus the 
original black checker joins its companions, and 
no one suspects that it was not taken from the hat 
at all! 





CHANGING Ci 





ECKERS 


‘Two stacks of checkers are used in this trick—one 
stack red, the other black. 





Each stack is wrapped up in a piece of paper, the 
paper being made into a cylinder which surrounds 
the stack, and the top being twisted over to hide 
the checkers from above. 

The red stack is placed several feet away from 
the black, and the magician commands them to 
change places. When he lifts the paper cylinders, 
the checkers have obeyed the order, the black being 
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where the red were supposed to be, and vice versa. 

‘Two special checkers are required for this trick. 
One is red, but with black on the bottom; the other 
is black, with the bottom colored red. It is best to 
have the bottoms painted the opposite color, but 
a circular piece of paper may be glued beneath each 
checker, instead. 

The prepared checkers are the bottom ones of 
the stacks. After each stack is surrounded with a 
cylinder, the magician closes the tops of the cylinders 
and mixes them around. 

‘Then, to learn which color is in a cylinder, he 
ults up the cylinder and lets people glimpse the 
bottom of the lowermost checker. In this manne, 
the black stack is identified as red, and the red 
stack is supposed to be the black. 

‘The magician merely commands, lifts the paper 
cylinders and shows the marvelous transposition. 
RAPA EE HH EOE FG CH THEHE BEG WOH HO ONY 

: ‘THE VANISHING CHECKER 
VAARNAAAAAAAAAAAAAAHAADEEAAREEATAAR EAA EA LEANED AERA DOEG 
‘The magician takes twelve checkers and counts 
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them. He counts them a second time, and asks a 
person to hold them. 

The magician then produces one of the checkers 
from his pocket, and when the spectator counts the 
checkers. he finds that he has only eleven! 

Method: This is done by a clever method of count- 
ing. First count the twelve checkers on the table. 
In stacking them up, secretly hold one in the right 
hand, which is closed, only the right thumb and 
forefinger being extended, to count the stack of 
checkers. 

As the checkers have been counted up to twelve, 
the counting is now reversed. As each checker is 
laid in a new stack, it is counted thus: ‘“‘twelve— 
eleven—ten—nine—eight—seven——.”’ Then the left 
hand picks up the remaining checkers, shows them 
and says—‘‘and five makes twelve.” ‘Those checkers 
are then added to the stack which is held by the 
spectator. 

By this count, eleven checkers have been made 
to appear as twelve. The magician puts his right 
hand in his pocket and brings out the odd checker. 
When the holder counts his checkers he will be 
surprised to find only eleven. 








Matcu Box Coin VANISH 


coin is placed in a match box; the drawer is 

closed and the box is shaken to show that the 

coin is still there. When the box is opened the coin 
has disappeared. 

The box is prepared by cutting in one end of 
the drawer a slit just large enough to admit a coin. 
The opening will not be noticed. When the box is 
shaken sideways, the coin will rattle; but as soon as 
you tilt the box towards yourself, with the trick end 
inwards, the coin will slide out into your hand. The 
other hand should then take the box and lay it 
aside, to be opened later. 


Coin iN BALL or Woon 


After “vanishing” the coin in the manner ex- 
plained, you can reproduce it from the center of a 


r 
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ball of wool. To do this, make a flat, stiff tube, of 
metal or cardboard, through which the coin can 
slide, and wind the wool around it. When you have 
secretly gained possession of the coin that was in 
the match box, turn to get the ball of wool. Drop 
the coin through the tube, pull out the tube and 
bring on the ball of wool. Put the wool in a glass; 
let someone unwind it, and the coin will drop 
“clink” into the glass. A marked coin should be 
used. 

By using a loose ball of wool, you can work the 
wick without the tube. The coin is merely pushed 
through the wool and the ball squeezed around it. 


AAAI ANDERE DEAE DAA AAAAD TAA 0000000004004 
RING AND VANISHING COIN 
RENAUD TERS OES EDEL REET R OO 004440 005000 065004544404 


For this trick you require a ring about an inch 
and a half in diameter. The ring is laid on a piece 
of paper and is covered with a small square of card- 
board. When the ring is set over a coin and the 
cardboard square is lifted, the coin will be gone. 
It will come back as soon as the ring is covered and 
lifted away. 

A circle of paper, the size of the ring and the 
same color as the paper upon which the ring is laid, 
is pasted to the bottom of the ring. No one observes 
this, as the disc appears to be part of the sheet of 
paper. When the ring is placed over a coin, of course 
the coin will be out of sight. : 

This trick is rather well-known, so it should be 
used only as a forerunner to the next trick: 








‘Tue “WIsENHEIMER™ Coin TRICK 


The effect of this trick is identical to that of the 
last. A cardboard is set over a ring; the ring is set 
over a coin; when the cardboard is lifted, the coin 
is gone. Some “wise” person picks up the ring but 
finds that there is no paper pasted to it, after all! 

Hidden underneath the cardboard you have a 
little piece of wood, pasted to a strip of cardboard 
that is as wide as the cardboard square. Thus the 
little wooden affair can be lifted up with the square 
of cardboard. The bottom of the wooden piece is 
dabbed with wax or lead plaster. When the card- 
board square is set over the ring, and both are put 
over the coin, the wooden piece picks up the coin. 
When the cardboard square is lifted, the coin is 
taken away and is calmly dropped in the pocket. 
The person who “knows all about it” picks up the 
ring and is surprised. 


THREE APPEARING Coins 


Three coins are held edgewise between the thumb 
and forefinger of one hand. The coins are over- 
lapping and they are shown on one side—three heads 
—and on the other side—three tails. The hand shakes 
the coins, and when it is opened, the three have 
multiplied to six. 

The six coins are there all the time, but the 

3 method of holding makes them look like three. On 








ARRANGEMENT OF COINS 


one side-are three heads, overlapping outward; on 
the other two more coins—tails—overlap outward in 
the opposite direction. This allows space in be- 
tween for the sixth coin. When you show one side, 
and remark, “Three coins heads on this side, and” 
(turning the hand around) “three tails on this side,” 
every person will believe that he saw the same three 
coins each time. 


‘THE Wuirt-Away Coin 


This is a quick little trick that requires some prac- 
tice. A coin is whirled in the air and is caught in 
the right hand, which slaps it on the back of the left. 
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“Which is it,” you ask, “heads or tails?” 

As soon as the guess has been made you lift your 
hand and show that the coin is not there at all. 

In “catching” the coin in the right hand, you 
must hold your fingers straight up, with the back 
of the hand towards the audience. As the coin ap- 
parently falls into your hand, you do not catch it, 
but let it drop into your coat sleeve. You close your 
fist, however, and pretend to slap the imaginary 
coin on the back of your left hand. This is a very 
effective illusion that is not difficult to perform after 
a time, 


THe CHANGING COIN 


‘This is a feat of dexterity that will require care- 
ful practice, until the knack is acquired. A person 
is invited to hold out his hand, flat, with a quarter 
on the palm. When you strike his palm with your 
finger tips, he must close his fist immediately, so 
that you cannot get the coin. 

You strike his hand; he closes his fist, and he 
thinks he has the quarter safe—but when he opens 
his hand, he finds a five-cent piece instead! 

Method: Hold the five-cent piece in the crook 
of your little finger. As you strike his hand sharply 
with your finger-tips, extend your little finger, let- 
ting the nickel fall. The force of the blow will make 
the quarter bounce, and you may easily catch it as 
you withdraw your hand from his closing fist. 
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This must be done very quickly and adroitly but 
it is not a difficult trick. It simply requires care, 
speed and precision. 


‘THe Mucrriveiyinc Coins 


‘Three pennies are laid on the table. Both hands 
are shown empty. The right hand sweeps the pennies 
off the table into the left. When the left hand is 
opened it contains four coins instead of three. 

‘The fourth coin is attached to the underside of 
the table by a dab of soap. While the left hand is 
receiving the three coins the left fingers secure the 
hidden coin and take it along with the others. 


Opp anv Even 

‘This is more of a catch than a trick; yet it is quite 
bewildering. A person is asked to take several coins 
in his hand, and close his fist. Then the magician 
takes some coins in his hand. 

“I will add my coins to yours,” announces the 
magician, “and if you now hold an odd number you 
will then have an even total. But if you now hold 
an even number, I will make your total odd.” 

The person counts his coins, and finds that he 
has an odd number. The magician adds his, and the 
total is even, just as the magician stated it would be. 

The method is so absurdly simple that very few 
persons catch on to it. The magician merely has 








BENe pes ? 

to take an pad number of coins. Then when they 
are added to the spectator’s coins. they will surely 
make an even total odd. or an odd total even. 

VE GDDVD D940 5950900994359095400090409040904040004040902044 
; ‘Tite Gorm on tHe Door 
K PA DOO OO UH HOA 

L The magician takes a coin aud sets it against the 
: door, wheré it remains, as though magnetized. 

‘ Take a quarter or a half dollar and make two 
small nicks in the edge, side by side, thus raising 
a tiny projecting point. When the point is pressed 
against the door, the coin will stick flat against the 
__ woodwork. The little notch will hardly be noticed, 
_ but you can knock the coin on the floor, and in 
picking it up substitute another coin to give for 
| examination. A coin can be borrowed in the first 
place, and the notched coin substituted for it while 
you turn to walk to the door. 
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A Com Box 


PARADA IAA D AE THOT EE NES OTE S 
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rs ‘There are various appliances called “Coin Boxes.” 

_ ‘This one is easily constructed. It may be made trom 

__ apiece of a cardboard cylinder, or a wooden or metal 
tube. 

I A little cylindrical box is shown and is filled with 


| half a dozen coins of the same size. The box, still 
| filled with coins, is set on the back of the left hand. 
| The right hand covers the box, and presto, the coins 

_ disappear. The right hand and the box are both 
65 





ae 





shown empty. The left fist is opened, and there are 
the coins. They have apparently passed through the 
back of the hand. 

Method: ‘The box is nothing but a cylinder. The 
bottom is a coin which is wedged in place. On the 
inside of the box, the coin is cover€d with a disc of 
paper to make it appear as the inside of the box. 

The box is filled with coins. It is set on the palm 
of the left hand, and is secretly turned over. The 
spectators sce the cein that forms the bottom of the 
box, and so they think they are seeing the top coin 
of the stack. 

The right hand lifts the box and of course the 
coins remain in the left hand, which is immediately 
formed into a fist and is turned back up. The box 
is set on the back of the hand, and the people still 
think it is filled with coins. 

In passing over the box, the right hand inverts 
it, so the box appears to be empty. The right hand 
picks up the box and sets it on the table, and the 
left hand opens to reveal the missing coins. 


Wuere Is tHe Cor? 


‘Three little covers, such as the tops of pill boxes, 
are needed in this trick. 

A half dollar is laid on the table, and anyone 
is invited to cover it with one of the covers, the other 
two covers being laid beside it so that the magician 
cannot tell which cover is over the coin. Yet when 
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he passes hi: hand over the covers, he immediately 
names the one that conceals the coin. 

Method: On the underside of the half dollar a 
short hair is affixed by means of a piece of wax. No 
one will observe the hair, because no one is looking 
for it. The hair protrudes from under the cover 
which is over the coin, and by looking closely, the 
magician can discover the location of the coin. 


Coin VANISHES FROM HANDs 


A coin is laid between the palms of the hands, 
which are rubbed together. The coin disappears, 
but comes back when the hands are rubbed once 
more. 

Fix a dab of soft soap to the bottom of the coin. 
Lay it on the left palm. The right palm is laid 
crosswise upon the left, and the right fingers push 
the coin oyer in back of the left hand. The fingers 
hide the coin, and they press it firmly against the 
back of the hand so the palms of both hands may be 
shown. 

‘To bring the coin back, put the hands together, 
and this time the fingers of the right hand draw 
the coin back from its hiding place. 


Coin ‘THROUGH THE TABLE 


Four coins are laid on the table. The left hand 
__ picks up one and goes beneath the table. The right 
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hand covers the three remaining coins. Then the 
left hand comes up and drops two coins on the table. 
The right hand is lifted, and there are only two 
coins beneath it! 

Method: An extra coin is used, held concealed in 
the left hand or stuck under the table with a bit of 
soap. That accounts for the appearance of the extra 
coin in the left hand. To make one of the right-hand 
coins vanish is simple, but clever. The right hand 
pushes the three coins forward on the table, but in so 
doing, releases one coin, so that it lies under the 
wrist. When the right hand is lifted, only two coins 
remain. The wrist is held flat on the table, hiding 
the third coin, and by drawing the wrist slowly 
backwards the coin is allowed to fall in the lap, 
which should contain a handkerchief or a napkin 
to catch the coin. 


Vet ROWS 008000 00000000000 009071000900040000900000 
Heaps anp Taits 
LQLLLPAPLDLLLPA ALVA OOVODN90990099900" 
Lay eight coins in a row, alternately heads and 
tails. The trick is to move two coins that are side 
by side to a new position in the row. ‘This maneuver 
may be done four times, after which the four heads 
must be together, and so must the four tails. 
Method: Counting from the left, move coins 2 
and 3 to right end of the line, Then count from 
the right and move coins 5 and 6 to the vacancy 
created by the first move. Counting from the right, 
move coins 2 and 3 to the new vacancy. Then take 
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q the two coins from the left end of the line and slide 
them into the latest gap. The four heads will be 
together; likewise the four tails. Practice these moves 
and no one will be able to duplicate them. 


ODODOOOO 
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Heaps or TAIcs 


A coin is laid heads up in the palm of the right 
hand, which slaps the coin on the back of the left 
hand. Of course the coin is turned over and now 
lies tails. But the next time you start with the coin 
heads up, it still lies heads when slapped on the left 
hand. In fact, you can start it with either side up 
and make it come up anyway you choose. 

The trick is undetectable. If you turn the hand 
over naturally, the coin will always turn over with 
the hand. But if you give the coin a tiny toss and 
then turn the hand quickly, the hand alone will 
turn. The slight toss given the coin is impossible to 
see, as you do it while starting to turn the hand. The 
trick is very easy to learn and the knack is often 
acquired the first time a person tries it. 


Tue Coin In THE KNot 


A handkerchief is twisted in a rope-wise fashion. 
The center is then tied in a knot, and the handker- 
chief is given to someone to hold. The magician 
makes a coin disappear; when the handkerchief is 
untied, the coin is discovered in the knot! 

Method: The coin is a duplicate, which is held 
in thé fingers of the right hand. When the hand- 
kerchief is twisted rope-wise, it forms a sort of tube, 
sagging in the middle. The magician releases the 
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coin and lets it slide down inside this tube so that 

it secretly comes to the center of the handkerchief, 

where it is when the knot is tied. 

Peart win GAMARAAASAAAANAAAAAA 
“VANISHING Coin vROM HANDKERCHIEFS 

‘This is a good method by which a coin may be 
“vanished” in connection with the trick just de- 
scribed. A coin is pushed down into the center of 
a handkerchief; when the handkerchict is shaken, 
the coin has disappeared. 

‘The magician holds one hand beneath the center 
of the handkerchief. Around the thumb and fore- 
finger of that hand he has a stout rubber band. 
‘The coin is pushed down into the rubber band, 
which is released so that it grips the cloth and 
forms a pocket. ‘The handkerchief may be shaken 
but no trace of the coin will remain. 
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ff A Coin Joke 


This little trick should be performed on a wooden 
table or window sill. The magician has a coin which 
: he is changing from hand to hand. Finally he ex- 
tends his right hand and says, “take the coin,” at 
the same time clicking it down on the wooden table. 
When the person reaches to take the coin, it has 
disappeared! 

The coin is simply retained in the left hand, - 
ci which rests on the table away from the extended 
F right hand. When the right hand pretends to lay 
down the coin, the left hand clicks it against the 
table. The sound is elusive and the coin seems to 
be in the right hand. 


j A Quick Corn Vanisu 


A coin is borrowed and taken in the right hand, 
which makes a throwing motion. The coin immedi- 
ately disappears. 
| For this trick, you require a hooked metal clip; 
several types of these clips are made, and they are 
sold in stationery stores for hanging up cards etc. 
The clip has a clamp which will hold the coin, and 
the hook is on the side. 

; Borrow a coin, clamp the clip on it, and stand 
‘ea with your right side away from the audience. When 
n you make the tossing motion, drop your hand to 
__ your side for an instant, and you can hook the coin 





7 on your coat without the least bit of hesitation. 
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‘Then make the tossing motion and show the hand 
empty. 
a 


THe TALKInc Cor 
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A coin is dropped in a glass; the lights are 
dimmed, and the coin begins to “talk” by jumping 
in the glass. One jump means “yes”; two mean 
“no,” After the coin answers some questions, it sud- 
denly leaps out of the glass. Everything may then 
be examined. 

Method: Attach a fine black silk thread to the 
coin by a dab of tead plaster. You have the other 
end of the thread beneath the table, and every time 
you pull the thread the coin jumps. At the finish, 
give the thread a hard sudden pull; the coin will 
jump out of the glass and will fly clear of the 
thread. 


73 


~ z Te ee A 
Box ANp Corn ‘Trick 


A coin is dropped into a cylindrical box. The 
coin is shaken to show that it is there, but when 
the box is opened the coin has disappeared. 

The box is just the diameter of the coin, and it 
should be rather deep. It may be made of card- 
board or metal. Adhesive tape boxes will answer 
the purpose. The box is colored on the inside, 
ie: preferably black; and a piece of paper of the same 
7 color is pasted to one side of the coin. The other 

side of the coin is shown, but when the coin is 

_ dropped in the box, it is turned over, so the box 

i will appear empty, the coin seeming to be part of 
the bottom. 


‘THe Coin ar THE ELbow 


There is an old trick of rubbing a coin into the 
~ left elbow, with the right hand. After considerable 
____ rubbing the coin disappears. This is done by drop- 
. ping the coin “accidentally”; in picking it up, the 
left hand takes the coin, and the right hand pretends 
to hold it and rubs the imaginary coin into the 
elbow. 
Here is a new addition to the older trick. After 
__ the coin has been rubbed away, the right hand rubs 
_ the elbow once more. The left arm is held straight 
upwards, and is twisted so the back of the wrist 
___ is toward the audience. 
The right hand keeps rubbing the left elbow, — 
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until only the heel of the hand is touching it. The 
fingers and palm are extended off in back of the left 
arm. At that point, the fingers of the left hand 
open slightly and let the coin slip out. It drops in 
back of the left arm and falls into the right hand. 
‘Then the right fingers slowly draw the coin out from 
the elbow. 
Worked in combination, this forms an excellent 
finish to the old trick; for the coin is first “vanished” 
at the elbow, and is then caused to reappear. 


AN APPEARING COIN 


‘This is a very clever little coin trick. 

A handkerchief is shown absolutely empty. It is 
rolled into a ball and given to a person to hold. A 
dime immediately appears in the center of the hand- 
kerchief. 

Use a handkerchief with a very broad border. 
‘Take a few stitches out of the border and there will 
be a pocket to hold the coin. ‘This side of the cloth 
is downward when the handkerchief is shown. When 
the handkerchief is rolled up, the coin slides out 
of the pocket and into the center of the handker- 
chief. 


A BALANCED COIN 


A coin is balanced on the magician’s forehead— 
apparently a very difficult feat. 
Before the trick is shown, take a dab of wax or 
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soap and attach it to the end of a hair near the 
front of the head. In setting the coin on edge on 
the forehead, attach the wax to it. The hair will 
serve as an invisible line which makes it possible 
to balance the coin by tilting it slightly forward. 
RRO) 
Pur Cow on HE ForREHEAD 
ees 

This is an amusing trick. The magician places a 
coin against his forehead, and it remains there, as 
though magnetized. 

Simply place the coin against the forehead and 
push it upward about an inch, using plenty of pres- 
sure. 

The coin will remain there of its own accord. 

100 0000000000009 
‘THe Bouncinc Coin 
W000 0000900010099 

A coin is thrown on the floor. It immediately 
bounces up to the magician’s hand. 

This is accomplished by throwing the coin so 
that it revolves like a wheel and strikes squarely on 
its edge. It will then bounce right up, especially 
if thrown on a stone floor. 


‘The coin must be thrown with considerable force. - 
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An OxpepiENT Coin 
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A glass is set upside down with two half dollars 
supporting it, and a dime is pushed beneath it. 
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The magician states that he will cause the coin 
‘to come out from beneath the glass. 

He does this by scratching the table-cloth near 
the glass, the action causing the coin to slide out 
from beneath the tumbler. 


‘TRAVELING COIN 


‘The magician borrows a coin, which he places 
beneath his left foot. 

When he raises his foot, the coin has disappeared, 
and it appears beneath the magician’s right foot. 

. This trick should be performed when seated. ‘Two 
coins are used. One is secretly placed beneath the 
right heel. The magician may lift his right feet 
slightly and draw it backwards without revealing 
the coin. When he takes the first coin, he pretends 
to place it beneath his left foot, but drops it in his 
trousers cuff en route—a very simple yet eflective 
action, Then the coin passes from the left foot to 
the right, both feet being raised to show the ac- 
complishment. 


CoIN AND PINs 


This is a very clever little trick that requires 
practice. A coin is laid on the table, and the magi- 
cian, taking two pins, lifts the coin with them, the 
points pressing against the edge of the coin, Then 
the magician blows upon the coin and it revolves 
between the pin points. 
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Be sure to use a coin with a milled edge; other- 
wise the trick will be nearly impossible. With the 
proper coin, it can be readily learned. 


Coins FRewM ELBow 


Bend the right forearm back until the hand 
touches the neck, the elbow being quite level. With 
the left hand, place a stack of coins upon the right 
elbow. 

Then swing the right hand straight down, and 
catch the coins as you do so. 

‘This looks very difficult—but it is quite easy. Try 
it with one coin, and the method will be obvious. 


A Corn DisapPEARANCE 
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This trick should follow the one just described. 
Having shown how coins are caught from the elbow, 
the magician offers to demonstrate the effect with 
a single coin. He does so, apparently catching the 
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coin in the right hand, but when the hand is opened, 
the coin has disappeared! 

Method: Bend back at the right coat sleeve, to 
leave the hand free. Place the coin somewhat below 
the elbow, so it is close to the turned back sleeve. 
Swing the forearm downward—but not too rapidly. 
The coin will slide into the fold of the sleeve instead 
of going into the right hand. 


Five Coin PRropLemM 


Take five pennies, and propose the following con- 
dition: The coins must be placed in such a way that 
each coin touches all the remaining coins! 

This is a real puzzler, and few persons will be 
able to solve it. Here is the way: Lay a coin on the 
table, and two coins side by side upon it. ‘Take two 
more coins and arrange them so they form a sort 
of tent, or inverted V, upon the first coin. ‘These 
two coins ride over the other two, and touch at the 
top, and it will be seen that every coin touches all 
the others. 

Coin FROM GLASs 

A tapering, goblet type of glass is needed in this 
trick. A dime is dropped in the glass, and a half 
dollar is placed above it. The object is to remove 
the dime without touching the half dollar. 

The trick is only possible with a glass of the 


79 


type described; for the dime must be a half-inch 
below the half dollar. Simply blow down the edge 
of the inside of the glass; that will cause the half 
dollar to tilt upright, and the force of the blow 
will make the dime fly up past the half dollar and 
out of the opposite side of the glass. 


A Cow CatcuH 


‘Two coins are laid on the table, some distance 
apart; and a third coin is laid almost midway be- 
tween them. The magician then asks people to esti- 
mate which two coins are the farthest apart. 

People will look at the middle coin, and some 
will say the middle and the left end, while others 
will say the middle and the right end. The magician 
tells them that they are all wrong—the two end coins 
are the farthest apart! 


VANISHING MONEY 


In doing this it is necessary for the magician to 
extend his right hand, shaking it so that everyone 
can hear coins jingle within the fist. 

He tells someone to hold his right wrist, so that 
the money cannot escape up his sleeve. But when 
the right hand is opened, the money has disap- 
peared! 

The money is never in the right hand; instead 
it is in the left. When the magician shakes his right 
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fist, he holds his right wrist loosely a his left 
hand, and the coins jingle between his left palm 
and his right wrist. It sounds exactly as though they 
were in the right hand. 

The excuse for the left hand being there is this: 
the magician says: “Hold my right wrist—just as ] 
am holding it, so the coins can’t get up my sleeve.” 

That gives him the opportunity to remove the 
left hand, with the coins, the right being shown 
empty later. 


Coin AND TUMBLER 
PROVO 000000000 


‘The magician lays a coin on the table, and slides 
an inverted tumbler over it. The coin immediately 
disappears. 

This is an old trick, but an eflective one, if prop- 
erly shown. A piece of white paper is pasted to the 
mouth of the tumbler. It matches the table-cloth, 
and is not seen. 

When the tumbler is slid quickly over the coin, 
the coin is obscured by the paper, and immediately 
disappears. 

In itself, this trick is hardly worth while; but 
used as a means of vanishing in the following trick, 
it is very good. 

AAA 0800 089009000500040009092009900090909044404490001004 
Cow THroucu ‘TAasre 
VAIN 0819091900009 00900404 

A coin is placed upon the table. The magician 

shows an empty glass and puts it beneath the table. 
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‘Then he slides a glass over the coin on the table. 
‘This is with the aid of the glass just described. Any 
other method of vanishing may be used, however. 
‘The coin immediately vanishes and is heard to drop 
into the glass beneath the table: The glass is im- 
mediately brought out, containing the coin. 

Method: A coin is attached beneath the table by 
a dab of soft soap or wax. The glass is placed be- 
neath the table and is held so that it encircles the 
coin. 

The instant that the coin disappears from the 
table, the magician slides the glass so that it dis- 
lodges the coin under the table, and the coin audibly 
falls into the glass. 


SNATCHING THE COIN 


A person holds a coin on his outstretched palm. 
‘The magician lays his hand palm up upon the spec- 
tator’s hand, with his thumb pointing toward the 
person’s fingers. 

‘Then the magician states that he can remove his 
hand and take away the coin before the spectator 
has time to close his fingers over it! 

Of course the spectator doubts this; but when 
the magician says ‘‘Go,” and the spectator closes his 
fingers, he finds that the coin is in the Magician’s 
possession. 

Method: The magician must be quick; but every-. 
thing is in his favor; for the spectator ‘cannot close 
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his fingers while the magician’s hand is there. At 


the word “Go,” the magician turns his hand ver- | 


tically, and with the side of his hand (by the little 
finger), strikes the spectator’s hand at the base of 
the fingers. 

This makes the coin bounce, and as the magician 
draws his hand away he easily catches the coin and 
takes it along. 

The whole operation takes but the fraction of 
a second, and the spectator is dumbfounded. 


AAA . _ 
A Quick aos Vane 
ROO 012000000000008 0075008080 . 4440044444 


This is an excellent piediod of caiehit a dime 
or a penny; it requires a slight bit of skill. 

The coin is held between the thumb and second 
finger. A toss of the hand and the coin is gone! 
A clutch in the air and it is back again. 

Set the coin on the side of the second finger, on 
the upper knuckle, and hold it in position with the 













tip of the thumb. The fingers are bent in—except 
the forefinger, which is extended so the coin may be 
seen. 

To vanish the coin, place the forefinger over the 
tip of the thumb; press down, and remove the 
thumb. Then straighten the fingers showing the 
palm of the hand. The coin is hidden between the 
fingers, and it extends in back of the hand. 

This must be done very quickly, while the hand 

' makes a quick tossing sweep, ending with the fingers 
extended and the coin gone. A reversal of the move- 
ment brings back the coin. 


AAS RAC EASA OAOAIA ADIT OR ONO A TAOS E COR EOTeNeEneeneED 
He ‘Tonks He Has It! 
OAR CIARA OIA OTA ER TIERONE 


The magician tells a person to hold a coin in his 
own hand. With his right thumb the magician 
presses the coin into the person’s palin, and with his 
left hand the magician closes the person’s fingers 
over the coin. The person feels the coin; but when 
he opens his hand the coin is gone! 

Method: On the ball of his right thumb the magi- 
cian has a small piece of double-sided adhesive tape. 
(This is sold at drug stores under the name of 
“Janus Plaster,’’ and it can be used in various tricks.) 
With this he presses the coin (which should be a 
fairly small one). As he closes the person’s fingers 
over the coin, the magician withdraws his right 
thumb and the coin comes with it. The person will 
still think he holds the coin and will be surprised 
to find it gone. 
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VGA T4900 
: Boru Sipes 
AAR EEDEDEE 05 BEEMAN ANDAR TODO 

‘This is really an optical illusion. The magician 
states that he will let a person see both sides of a 
coin at once. 

The tick is accomplished by spinning the coin. 
As its revolutions slow down, both the head and 
the tail will be plainly seen—apparently at the same 
time, 

OR 0000020000094990% 
Cow, Tusr AND PAPER 
RPA OHUE EE BTS DEUS EUAN OAMA 

‘The magician lays a small piece of paper on the 
table. Above it he holds a coin, horizontally, with 
his left hand. With his right hand he holds a paper 
tube to his mouth, the tube pointing straight down 
on the coin. 

Suddenly the paper leaps up and attaches itself 
to the coin, remaining there for several seconds! 

People who try this trick will invariably draw 
through the paper tube, trying to raise the paper— 
but the interposed coin will prevent. The real 
method is to blow through the tube, and the paper 
will jump up to the coin. 

RRR 00 0000000000000 0000000000000 00000000 0000004 
‘THE PAPER AND THE COIN 
PAPC 00000005 F500 050000000000 000000 

The magician shows a half dollar and a small 
piece of paper. He states that he will drop both the 
coin and the paper, and that the paper will fall 


as rapidly as the coin! 










Most people will think this is impossible; but it 
can be done quite easily. Lay the paper upon the 
coin and drop the coin flat. The paper will fall 
with the coin. . 

The paper, however, should be smaller than the 
coin. 


GUESSING THE DATE 


‘This is a tricky problem that is very entertaining. 
A coin is laid on the table, and the magician allows 
someone to lay a piece of paper over it. The magi- 
cian does not see the coin, but he specifies that it 
must be date side up, as he intends to read the date 
through the piece of paper. 

He states that he will not lift the paper from the 
coin, but that he will learn the date! 

Method: Take a pencil, and rub the paper di- 
rectly over the coin, This causes an impression of 
the coin to appear upon the paper, and the date 
comes into view. 


Heaps Up! 


A half dollar is spun in the air. Every time it 
falls in the magician’s hand, he opens his hand, and 
the coin is head up. The coin may be a borrowed 
one. 

Method: Have a dime with a dab of wax or 
double-sided adhesive tape upon it. Secretly attach 
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this dime to the tail side of the half dollar. Spin the 
coin in the air, and the dime will not be seen. ‘The 
coin is caught in the hand, and it will generally fall 
head up; if.it does not, the magician can instantly 
detect it, and turn it over as he opens his hand, 
After tossing ten or twelve heads, the magician 
can secretly detach the dime, leaving it in his hand, 


while he gives the coin to someone else to try. 
DRAG 
Coin ‘THrouGu HANDKERCHIEF 
WRAAAAA0 0000000000000 0000000000000000000000000100004000 
A coin is placed in the center of a handkerchief, 


and its shape is plainly visible. he handkerchief 
is held in a person’s fist, with just the coin showing 
at the top. Another handkerchief is thrown over it, 
and when it is removed, there is the coin, while the 
lower handkerchief is empty. 

: Method: In putting the coin under the handker- 
chief, the coin is retained in the hand, and a piece 
of wire, twisted in a circle, is placed there instead. 
This is the shape that shows through. 

When the second handkerchief is placed over the 
first, the coin isrunder it. Then the magician grips 
the thin wire through the cloth, and pushes one end 
of it right through the handkerchief, thus drawing 
the wire through. He lifts the upper handkerchief, 
revealing the coin, and takes away the wire with 
the handkerchief. As very thin wire is used, only a 
tiny hole is in the handkerchief, and that will never 
be noticed. 

A marked coin may be used in the trick. 
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THe Hippen Corn 
AAUP OOOH VEDA VECHOETATATH ETH 00OUN 








A coin is placed beneath a cup, while the magi- 
cian is not present. The magician comes back, 
touches the cup, and immediately names the de- 
nomination of the coin. 

A confederate helps in the trick. It will be no- 
ticed that the handle of the cup can be turned to 
point in any direction, like the hand on a clock. 
The confederate looks at the coin beneath the cup, 
and sets the handle properly, in accordance with the 
following system: 1 o'clock, a cent; 2, nickel; 3, 
dime; 4, quarter; 5, half; 6, dollar; 7, $2.50 gold 
piece; 8, $5; 9, $10; 10, $20; 11, a foreign coin, or 
imitation; 12, no coin at all. 

In this way the magician can name the denomina- 
tion of the coin, tell whether or not something other 
than a United States coin is beneath the cup, or 
whether the cup covers nothing. 





VRAD OWE0006 0000000010000 000000000000000000000004044004 

Con on tHE Wrist 
‘ AAPA A PRAAAVO HAAR DEVAN MAOH DUA 
‘The magician holds his hand palm up and lays a 
coin on his wrist. He says that he can make the coin 





E turn over without touching it. 
This he does by snapping his fingers, If a dime 
L, is used, it will turn a neat somersault when the 





fingers are snapped. With a little practice the knack 
es can be easily acquired. 
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Oe" 
Opp or Even? 

AALRALE RATA DVD DULLED OTT EEROOASAOE DEG OL ELEATOR ATER SEE 
The magician holds several coins in his hand and 


asks a person to guess whether the money is odd or 
even. The person is certain to make the wrong guess. 

No skill is required. The magician merely uses a 
dime, a nickel, and five pennies. If the person says 
“even,” the magician opens his hand, and counts 
the coins, showing that he has seven—an odd num- 
ber. If the person says “odd,” the magician counts 
the amount; ten cents for the dime, five for the 
nickel, and five for the pennies, a total of twenty 
cents, which is even. 





HE FOUR GOIN K 
PPRPPPLAPADPPALAPIAPAPAARAAA 


Four coins—all alike—are laid on the table, form- 
ing a square. ‘'wo playing cards are used, and a 
coin is covered with each card. Taking an uncoy- 
ered coin, the magician puts it under the table, or 
the table-cloth, and when a card is lifted, two coins 
are there. The two coins are covered, and the other 
uncovered coin is passed under the card in the 
same mysterious manner. 
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Then the three coins are covered. The other card 
is lifted, and the coin has passed from beneath it, all 
four coins being found beneath one card. 

This trick must be carefully rehearsed. 

At the outset, the magician is undecided which | 
coins to cover with the cards. He tries the cards over 
different coins, and this gives him the opportunity 
to take hold of a coin beneath the card in his right 
hand. 

He lifts the left hand card from a coin, and just 
as he draws the right hand card away, he drops the 
left hand card where the right one was, so that 
nobody notices the absence of the coin. Then he 
lays the right hand card over another coin, taking 
care that the coins do not clink. He now has two 
coins under one card and no coin under the other. 

He picks up an uncovered coin, and in putting 
it under the table or the cloth transfers it to his left 
hand. He brings out his right hand, empty, and with 
it lifts the card, disclosing two coins. 

The card is transferred to the left hand which is 
below the level of the table, the coin resting on 
the left fingers. Then the left hand lays the card 
on the two coins, adding the third coin to the group. 

In the same way the other uncovered coin is 
“passed” beneath the card, and is added to the group 
when the card is replaced. That brings four coins 
beneath one card, while the other card covers none. 
So the magician makes a mysterious pass, lifts both 
cards, and shows all the coins together. 


$0 








Tue BouncinGc Cork 


lis is a clever little trick that is quite perplex- 
ing. 

The object is to drop a large cork so that it will 
stand upright. Different people try it, but whenever 
the cork strikes on end, it bounces at an angle and 
falls over. 

The magician, however, can make the cork fall 
so that it stands on end, even when dropped a foot 
or more. 

The secret lies in the position in which the cork 
is held. It is dropped so that it falls on its side; then. 
when it bounces, it will stand upright. 


Urricur Corks 


‘The object of this trick is to make several corks 
float upright in a bowl of water. The corks naturally 
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float on their sides, and it seems impossible to make 
them float vertically. 

Yet the magician can accomplish the feat very 
easily. 

He does this by placing several corks in the bowl 
together, all upright, in a circular group. ‘The sides 
of the corks become wet, and they stick together and 


float upright. 





Two Corks 





his trick 1s always good. Two corks are used and 
they are set as shown in Fig. 1, one cork at the base 
of each thumb. Then the fingers and thumbs grip 
the ends of the corks, and when the hands are taken 






















apart, the corks come away freely, although one 
would suppose that they would hook together. 

In fact, when people try the trick, they will in- 
variably fail, as they make the corks interlock. 

The magician accomplishes the separation thus: 
He holds his hands back up and places his right 
forefinger on top of the left hand cork. His right 
thumb goes on the bottom of the cork. The left 
thumb extends into the right palm and_ presses 
against the bottom of the right hand cork, while 
the left forefinger bends around and presses the 
upper end of the right hand cork. 

In this position (shown in the drawing) the 
corks will apparently interlock and make it impos- 
sible to draw the hands apart. But actually the corks 
are separated, and the hands can be easily taken 
apart. Large corks should be used. 
000000000000000900000000000000000000000000000000010004 


5 Cork AND Borrir 
R000 008000900 00008094090090404000000008 


In this trick, a small cork is to be blown into a 
large necked bottle. This seems very easy, as the 
cork will slide through the neck of the bottle—but 
the bottle must be held horizontally, so that the 
force of a blow will send the cork in. 

The person who tries it gives a big pufl—and the 
cork, instead of going in, comes out of the bottle! 
This is because of the air in the bottle. The 
harder one blows, the less chance he has for suc- 
ceeding. 











‘The correct method is to blow very gently; or to 
blow the cork through a straw, when it can be 
propelled into the bottle. 
WARWARAREAADARATETEEGAAA ED TREBLE VEDA AAT EATOHEY 


ADHESIVE Corks 
VARA 


The magician takes two corks and places them 
together, the ends touching. He holds the upper- 
most cork, and the lower cork remains attached to 
it, 

Other persons, however, will be unable to make 
the corks adhere. 

This is because the magician secretly moistens 
the top of one cork. Then, when they are placed 
together, they will adhere. 

OOOO eeu" 
REMOVING THE CorK 
Onesies 

This is more of a catch or a joke than a trick; 
yet it is quite interesting, and is*often the cause of 
much speculation. 

A corked bottle is shown, and the bottle is partly 
filled with liquid. Obviously the liquid cannot be 
removed unless the cork is withdrawn. 

Yet the conditions of the problem, when stated 
are that the liquid must be removed without dam- 
aging the cork or taking it out of the bottle—and 
without breaking the bottle! 

This sounds impossible; but there is a way in 


_which it can be done. The cork is a short one, 
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cylindrical in shape. So the demonstrator simply 

pushes the cork into the bottle. The liquid may 

then be poured out; but the cork is still in the 
> bottle! 


Tue ImMprovep Muttirtyinc Corks 


‘This is not a new trick, but an improvement has 
been added to it which makes it more effective. 

A small pill-box is opened and is shown to con- 
tain three corks. The cover is put on and the box 
is shaken. When it is reopened, it is found to con- 
tain six corks. These are poured out on the table. 

Use a large pill-box, which has a cover identical 
with the bottom. The “collar” of the box being 
removable, the top and bottom are reversible. 

By the old method, three corks were glued to 
the inside of the cover; but in the improved version, 
they are simply stuck there by dabs of beeswax or 
diachylon (lead plaster). 

The box is shown to contain three corks. ‘The 
cover is put on without showing the interior. The 
fact that the lid may be lifted thus indirectly proves 
that it is empty. 

Then the box is shaken, and is turned upside 
down in the action. This loosens the corks from 
the erstwhile lid; and when the new lid (formerly 
the bottom) is lifted, there are six corks which can 
be poured out on the table. If the corks are very 
lightly attached, the reversal of the box will be un- 
necessary. 
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CHAPTER VI: DICE AND DOMINO TRICKS 


‘THe Macneric Dice 
VOLVER O OUCH OH0O19 85 TO000000000 0000000000000 00400004 
pair of dice are placed on the table, and one 

\ die is set upon the other, When the upper die 
is lifted, the lower one clings to it as though mag- 
netized. 

Method: Previously moisten the tip of your fore- 
finger, and apply it to the under side of the upper 
die. When the dice are pressed together, they will 
stick, and they may be lifted as one. 
PRADO 9000900000 0000 00 0000000 0000900000000 
NAMING THE TOTAL 
PAN DRAAAAAAAVOUAAEEAUUMAAURAN 10100400000 9000404040000004 

‘Tell a person to roll a pair of dice on the table, 
while your back is turned. He must add the total 
made by the dice. Then he should pick up one die 
and, turning it over, should add the number on 
the bottom of the die. Having done this, he must 
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roll the single die and add the number that appears 
on the top side. 

When you look at the dice as they lie on the 
table, you can immediatcly name the total that the 
spectator has reached! 

Method: Simply count the spots on the dice as 
they lie on the table, and add seven to the total. 
You will then have the grand total. Here is the 
reason why: The opposite sides of a die always total 
seven. The roller let one die remain on the table. 
But when he picked up the second die and added 
both the top and bottom into his total, he was 
merely adding on seven. When he rolled the dic 
again, ils new number lay there for you to see. 
along with that of the first dic. 


Vaeeneetetrenmimns ame AAA AAAS ORE 
Tue Exp Numpers 
WRAARRCAAURUDU00 00000004 000 HEA 400100008008 


Place a set of dominoes on the table, and invite 
two or three persons to line up the dominoes, as 
though playing a game; but as the dominoes are all 
face up, the game can be finished in a few minutes. 


Before they start, you write something on a piece 


of paper and lay it where all can see. 

When the game is finished, there will be two ends 
to the row of dominoes. Suppose the end number on 
one row is five; on the other row, three. When the 
piece of paper is unfolded, it will bear the numbers 
five and three. You have foretold what the end 
numbers will be! 


© 
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Method: Secretly remove one of the dominoes 
(not a double) before the game begins. The num- 
bers on the domino (in this case 3 and 5) will tell 
you what the end numbers will be. 


DAA OOOO 888118181880) 001808010110 
Phe INcomeLETE GAME 


AAA eieiienieseeneeniinne 

In this case, two people are invited to play a game 
of dominoes, but somehow or other they cannot 
finish it. Several dominoes will be left over. 

For this trick, you take away two dominoes, bear- 
ing four different numbers, say 3—5 and 6—1. If 
this trick follows the last, simply take away one 
domino besides the one you already have. The game 
cannot be completed. As soon as the players have 
realized this, mix up the dominoes and slip back 
the two you have taken. Then tell them that the 
magic spell has been lifted and that they can go 
ahead without interruption. 


SIXTEEN DOMINOES 


Lay sixteen dominoes in a row on the table, 
While your back is turned, any person may move 
as many dominoes ‘as he chooses from the right to 
the left of the line. The dominoes must be moved 
one by one, and not more than a dozen may be 
moved. 

When you come back, you immediately turn a 
domino with the spots up, and the spots on the 
domino tell how many have been moved! 

Method; Arrange the dominoes from left to right 
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so that the «ots total 12, 11, 10, 9, etc., down to 0 
(the double blank). The three dominoes on the 
right of the row are odd ones. 
Now, if no dominoes are moved, and you turn 

up the fourth domino from the right, it will register 4 
zero—double blank. If one domino is moved, the ) 
fourth from the right will be 1; if two are moved it 
will be 2, etc. Simply turn up the fourth domino 


from the right of the row. 
A HHH 
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PAA 0000000001010 
Place three dice in a tumbler aad put your haala ; 
over the open end, holding the glass between your 
palms. Approach a person who is seated, and shake 
the glass so the dice jump about; then ask him to ‘ 
look up through the side of the glass and count 
the spots on the bottom of the dice. He has hardly 
done so before you tell him the total; although you | 
cannot see the bottom sides of the dice. 
Method: Add the top sides of the dice, which you 4 
can see, and subtract your total from 21. That will 
give you the total of the bottoms. 








HERE are several tricks in which the hands play 

a principal part—without serving merely as 
agencies in the manipulation of other objects. Such 
tricks are sufficiently numerous to require this sep- 
arate chapter. 


THe MumMmMiritp FINGER 

‘The magician exhibits a small cardboard box. He 
removes the lid, and shows a finger inside, the finger 
being packed in cotton. He states that it is a mummi- 
fied finger; and when someone starts to inspect it 
closely, the finger suddenly moves. 

‘The finger is the second finger of the magician’s 
left hand. There is a hole in the bottom of the box, 
through which the finger is thrust. The box appears 
to be set on the palm of the left hand. If the finger 
is covered with talcum powder or chalk, the sur- 
prise will be great. 


100 





tt 
THE Exrenprep FINGER 
PRA 000000 0009000000000 0000000000000 
_ The magician pulls on the forefinger of his right 
hand, and it suddenly stretches to twice its original 
length. Then it is restored to its normal size. 

‘The finger is first placed across the knuckles of the 
first and third fingers of the left hand, with the left 
second finger over it. resting on the knuckle of the 
right forefinger. 

Then the tip of the right forefinger is turned so 
that it rests on the knuckle of the left forefinger, 
both forefingers pointing in the same direction. At 
the same instant, the left second finger is bent across 
the nail of the right forefinger. Thus the left fore- 
finger appears to be an extension of the right fore- 
finger. The hands should be kept in motion during 
this procedure, and finally the fingers are brought 
back to their original position. ‘This is a very sur- 
prising illusion. 
Onn 

ELEVEN FINGERS 
O00 

This is more of a joke than a trick; yet it really 
mystifies many people. ‘The magician states that he 
has eleven fingers, counting his thumbs. 

Using his right forefinger as a pointer he touches 
each finger of the left hand, counting “One, two, 
three, four, five.” 

Then his left forefinger counts the right fingers: 

“Six, seven, eight, nine, ten.” 


















“Strange,” remarks the magician. “I thought I 
had eleven. Let’s try again.” 

He starts counting backwards, pointing to the 
fingers of the right hand. ‘Ten, nine, eight, seven, 
six.”’ Then he stops, holds up his left hand, and says: 
“And five are eleven!” 

Executed rapidly, this clever method of counting 
is very deceptive. 


THe RemoyasLte THUMB 


‘There are variations of the following trick, but 
the method about to be described is by far the most 
effective. It consists of the apparent removal of the 
right thumb from the hand. 

The hands are held as shown in Fig. 1. Then the 
thumb is “taken off” as shown in Fig. 2, and im- 
mediately replaced again. - 

The secret is shown in Fig. 3. The right thumb 
is bent in, and the left thumb is arranged to form 
an extension of it. The drawing shows how the 
hands appear from above. As soon as the left fore- 
finger and second finger are placed in front of the 
“joint,” the illusion is complete. The right thumb 
appears to be naturally extended. (See Fig. 1.) The 
rest of the right hand may be moyed up and down 
to assist in the illusion, Then the thumb is “re- 
moved,” and “replaced.” The left fingers immedi- 
ately come down in front of the thumbs, and during 
the temporary concealment, the right thumb is ex- 
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tended. and the left hand moves away, showing the 
entire right thumb. 

The right thumb may be extended at the begin- 
ning of the trick, the left fingers momentarily ‘“‘cov- 
ering up” while the thumbs assume the proper posi- 


tions. 


DOH 0 00000000 
THe DeracuABLe FINGER 
VAAN E er EEE ELE ESAS T THERES EET CTT 


A similar trick may be performed with the third 
finger of the left hand. The finger is held as shown 
in Fig. 1; bent in and held by the left thumb. The 
third finger of the right hand takes the position 
shown, and when the first two fingers of the right 
hand are bent in front, the appearance is shown in 
Fig. 2. 
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The right hand moves sideways, and it appears 
as though it is bending the left third finger. Then 
the hand is moved away, carrying the finger, which 
is immediately replaced, The right hand is quickly 
turned over, and at the same instant, the left finger 
is extended, under cover of the right hand. 

In both of these tricks, as well as in others re- 
quiring movements of the hands, the reader may 
work the tricks with the other hands, if he finds it 
more convenient. ‘The usual procedure is to “re- 
move’ the right thumb, or the left third finger; but 
some may find it easier to use the left thumb or the 
right third finger. 

DRO 00000000000 00000000000 050000000000000000000084 
STRETCHING THE PHUMB 
PAO 0 00000000000 00000000000 0000000000000 0000000008 

‘This is a variation of the “Removable “Thumb” 
trick. In this case the magician apparently stretches 
his thumb to twice its natural length. 

‘The right thumb is bent into the palm and the 
back of the hand is turned toward the audience. 
The left thumb is extended, and the back of the 
hand is also toward the audience. 

The right fingers cover the left thumb, which 
is pushed between them and the right thumb, but 
the tip of the right thumb is allowed to protrude 
alongside the right little finger. It appears to be the 
up of the left thumb. 

The right hand is moved slowly to the right, and 
the illusion is created of stretching the left thumb 
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to twice its length. Then the right hand goes back 
to the left, and the left thumb is shown as good as 


ever. 








Fiexinne HAnps ’ 
This is something of an optical illusion. The 
palms are placed together, and are bent back and 
forth, the fingers being extended. Suddenly each 
hand seems to bend back almost to the wrist, as — 
though the magician possessed remarkable double 
k joints. 
F ‘This is accomplished by turning the hands from 
right to left. As the back of the right hand comes 
into view, hiding the left hand, the left fingers are 
doubled slightly, allowing the right fingers to bend 
over them, As both thumbs are together, the effect 
is that the left fingers have bent back. A quick turn 
the other way, and the right fingers double up, let- 
ting the left fingers bend over them. This is done 
after several pretended attempts to bend the fingers 
; back, and it is quite surprising. 





aes 


CLAPPING THE HANpS 

; Here is a method of clapping the hands without 

taking them apart. To convince everyone that the 

hands are not separated, the fingers are locked to- 

7 gether. Yet when the hands are moved up and down 

E rapidly, they clap very audibly. 

"3 ‘Yo do this, separate the heels of the hands and 
bring them together ‘very rapidly, while the hands 
move up and down to hide the slight motion of 
them. With a little practice, loud applause may be 

Bs produced although the hands move less than an inch 
or so apart. 
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An Ittusion or Toucit 


By a very simple expedient, it is possible to make 3 
a single object, such as a small ball, or a pencil, 
appear as two. 

This is done by crossing two fingers. Then place 
the ball or the pencil so that it touches the tips of 
both fingers. 

Due to the unnatural position of the fingers, two 
distinct touch impressions are recorded. If the eyes 
are shut, or are turned away from the hand, it is 
difficult to believe that the fingers are touching a 
single object only. 


‘ToucGH KNUCKLES 


A blow on the knuckles is usually quite painful. 
Yet the magician can strike his knuckles forcibly 
against the edge of a table without either hurting 
his hands or the furniture. ay 

Needless to say, there is a trick to it. The knuckles 
do not touch the table at all. The magician taps 
them against the edge of the table a few times; then 
he makes a hard swing, and as his hand is in motion, 
he extends his fingers, so that the tips and not the 
knuckles, strike the wood. The hand is immediately 
doubled up before the swing is completed. 

To all appearances, the knuckles have been struck 
forcibly against the table edge, as everyone can hear 
the blow. 














CHAPTER VII: HANDKERCHIEF TRICKS 


' pac tricks may be performed with silk 

handkerchiefs or linen handkerchiefs. Where 
knots are required, silk handkerchiefs should gen- 
erally be used, as they slide more easily than those 
of thicker cloth. In the various tricks described, it 
will be specified which type of handkerchief is best. 
If no such instructions are given, the material is im- 
material—paradoxical though that may seem. 

‘The impromptu magician would do well to carry 
a large silk handkerchiet in his pocket, as it is useful 
in many tricks. The sole advantage in the linen 
handkerchief lies in the fact that it is not so trans- 
parent as silk; and sometimes something takes place 
underneath a handkerchief which the spectators are 
not supposed to see. 
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‘THE BALANCED HANDKERCHIED 


PORATED IMA TAD AMET UUMONALAUAUATAIALIAY 

A handkerchief is folded diagonally and is rolled 
into a long cylinder. It is then balanced upright on 
the tip of the forefinger. The handkerchief sways 
but does not fall. 

This is accomplished by having a piece of whale- 
_____ bone or pliable wire hidden in the folded handker- 
chief. The handkerchief is rolled around the wire, 
and it may then be easily balanced on the tip of the 
finger. The handkerchief should be pocketed im- 
mediately after the trick, and brought out later on, 


minus the wire or whalebone. 
WRAL O000005 000500500005 0:00000 HHO TEE EDDTA DOVER SEO 


Tue Dousiinc- Knor 
APA 000000100005 0900020090609 0414008 


Hold a corner of a silk handkerchief in the left 
hand. Place the right hand, palm up, under the 
center of the handkerchief. Then roll the right hand 
over toward the left so that the back of the right 
hand is up. In so doing the right hand clutches the 
handkerchief so that a loop is formed. Insert the 
third finger of the left hand in that loop, from be- 
neath, and withdraw the right hand. 

Move the right hand further down the handker- 
chief and form another similar loop. Place it on top 
of the first loop and hold the two loops pressed 
together by the right hand. 

Then the left hand pushes the left end of the 
handkerchief up through the two loops, forming two 
knots, one upon the other. Spread the upper knot 
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so that it surrounds the lower. Then take hold of 
the left end of the handkerchief and let the handker- 
chief dangle. To all appearances there is a large 
single knot in the center of the cloth. Give the silk 
handkerchief a sudden snap, and instead of the one 


knot, there will be two knots, a few inches apart. 
WRAY A DURA A MADE PUREAAUOEE TAA EEAH44 


Prue Appearinc KNor 
vO AARAAA NS SALAAM CULE DERET ANE TUAW AAEM 


A handkerchief (linen or silk) is held in the right 
hand by one corner. Attention is called to the loose 
hanging corner. ‘The loose corner is raised to the 
right hand, which drops it with a shake, still re- 
taining the upper corner. ‘This is repeated several 
times, and suddenly a knot appears in the hanging 
corner, 

Method: The corner originally held in the right 
hand is previously knotted but the knot is hidden 
by the fingers. After raising and shaking out the 
hanging corner two or three times, the right hand 
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exchanges the corners, retaining the lower one, and 
letting the knotted one drop. This is a perfect little 
illusion and it seems as though a knot suddenly 
appears in the loose corner, 


Non-BurninG HANDKERCHIEF 


Drawing a handkerchief through a candle flame 
is a very mysterious trick. It may be done by simply 
rolling the handkerchief into a cylinder and draw- 
ing it through the flame slowly, but without stop- 
ping at any point. If, however, the handkerchief 
has been previously soaked in a solution of borax 
and water, it will be rendered nearly fireproof, and 
the trick can be performed with more deliberation. 
The handkerchief should be allowed to dry before 
it is used. The handkerchief can be held by the 
upper corners while the lower edge is drawn through 
the flame. 


THe Fryaway Know 


This is one of the most deceptive of all handker- 
chief tricks. A handkerchief is apparently tied in a 
knot, but the knot dissolves when the ends of the 
handkerchief are pulled. 

The method of tying the knot is not difficult. 
Hold the handkerchief by diagonally opposite cor- 
ners. The right hand then carries its end away from 
the body and over the left wrist. The right hand 
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end is then thrust through the loop thus formed 
from the outer side (i. e. from the side of the loop 
away from the body). Then when the ends are 
pulled, the knot will disappear. 

Simple though this procedure is, it is not always 
casy to learn. The only way is to try it, following 
the directions carefully, until you finally succeed, 
which may be on the first attempt. Once acquired, 
the trick can be performed very rapidly. 


VORA DODO CUDA 
Tue Draw-Away KNorT 
AOS 0000000000000001000 


A loose knot is tied in the center of a handker- 
chief. The left hand holds the upper corner of the 
handkerchief, and the right fist is drawn down over 
the knot two or three times. On the last attempt. 
the hand draws the knot right out of the handker- 
chief! Persons who attempt to duplicate this trick 
will find that their efforts only serve to tighten the 
knot. 

That is because there is a very clever trick to it. 
When the right hand is finally drawn over the 
handkerchief, the fist does not grip the knot at all. 
Instead, one of the fingers of the right hand is 
hooked into the knot, as the hand sweeps down- 
ward. The finger will pull the knot right down and 
out of the cloth. 

Use a silk handkerchief and do not tie the knot 
too tightly. 
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Unitep Anp UntTIEp 


Two handkerchiefs are shown separately. They 
are tossed up in the air and they come down tied 
together. The left hand holds the upper handker- 
chief with the lower one dangling. The right hand 
sweeps down over the handkerchiefs and they fall 
apart. 

Method: Have a rubber band on the tips of the 
right thumb and forefinger. In tossing the handker- 
chiefs into the air, slip the elastic over one end of 
each handkerchief and when they come down they 
will seem to be tied. When the right hand sweeps 
down it simply pulls the lower handkerchief and the 
“knot” is gone. The elastic is secretly dropped on 
the floor. : 


WRRW00000509040000020900100 % . ee % SAA 
Matcu iN HANDKERCHIEF 
LOA PLENTY OV By 

A match is placed in the center of a handkerchief. 
The match is broken through the cloth, but when 
the handkerchief is unrolled, the match drops out, 
uninjured. 

A duplicate match is concealed in the hem of the 
handkerchief. This is the match which is broken 
through the folded cloth—not the original match. 

By having a second match concealed in another 
part of the hem, the trick may be repeated. The 
hidden matches should be near corners of the cloth. 


113 





‘ - ha ee 
0900000000000 ay 


Tue FapEAwaAy Knot ‘Trick 
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te This is a very pretty disappearing knot trick. 

Hold the handkerchief by corners diagonally op- 

posite, between the second fingers and forefingers 
of both hands. The right hand, starting from the 
body, loops the center of the handkerchief over the 
left thumb. Then the right hand pushes the right 
end of the handkerchief under the left end of the 
handkerchief, from the outer side, in towards the 
body. 


‘The center of the handkerchief is pressed firmly 
against the upraised knee, and the hands pull the 
ends downwards. As a result, the center of the hand- 
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: chief ughtens on the knee into what appears to 
‘bea genuine knot; but that is due entirely to the 

pressure of the knee. When the ends are jerked sud- 

denly, the tight “knot" dissolves in an instant. 
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AAA ATAU ATES SUS TIDE EUAN 
Poe Hypnorizep HANDKERCHIEF 
00000100 01000090000090000000000001 

‘The magician takes a folded handkerchief from 
his pocket—a neat handkerchief which has been 
ironed. He spreads it upon the table, and grasping 
the center, raises it slowly upward. When he has the 
handkerchief almost standing, he removes his hand, 
makes a mystic pass, and there the handkerchief 
remains. 

The obvious conclusion is that something is sup- 
porting it; but the magician lifts the handkerchief, 
spreads it out, and shows that it contains nothing. 

As a matter of fact, nothing is necessary to make 
the handkerchief stand in this peculiar position. It 
does so of its own accord, due to the creases, which 
support its slight weight. 
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‘THe FLYING HANDKERCHIEF 









The magician takes a silk handkerchief and — 
stretches it between his hands. Suddenly the hand- 
kerchief leaves his hands and flies through the air — 
like an arrow. It goes to the right and the right | 
hand overtakes and catches it after it has traveled 
several feet. 

~ 









The handkerchief is held by diagonally opposite 
corners. 

The left hand draws it very tightly, and suddenly 
lets it go with an imperceptible snap. The right 
hand instantly releases it and the handkerchief sails 
through the air. The right hand follows it and 
-catches it by the left hand corner. 

There is a certain knack necessary; once it is ac- 
quired, the trick works very easily, and the handker- 
chief can be made to fly in either direction. It is 
essential to release both hands at almost the same 
instant, the handkerchief being held horizontally. 
People who try to duplicate this feat will find it 
very difficult—in fact they will almost invariably fail. 


ctincnins WA08049401000000000000000000000000008 
Tue Perrecr Dissotvinc Knot 
OLA VOODOO 88H090000190%1 


There are various methods of making two silk 
handkerchiefs untie themselves; here is one that is 
new, effective, and certain. 

The two corners of two handkerchiefs are tied 
in what appears to be a double knot. In fact the 
knot may be drawn tight by anyone. But when the 
handkerchiefs are tossed in the air, the knot im- 
mediately disappears. 

The first knot, made rapidly, is nothing but a 
twist. ‘The second knot, which seems to make it a 
double knot, is a simple single knot. The single 
knot would not hold the handkerchiefs together, but 
because of the twist, it does hold them, and it can 
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be pulled very ughtly, provided that the hands hold 

the handkerchiefs to keep the twist from coming 
undone. The twist stops the single knot, and the 
result is a tight-looking knot that is strong enough 

to support the lower handkerchief when the upper 

one is held alone. 

When the handkerchiefs are thrown in the air, 3 

or shaken, they instantly fall apart. 


does _ 
SIG 


RAAB POAC O80 
A Suppen Knorr 
DRAPE 


The magician takes a silk handkerchief and lays 
it across his left thumb, the end going down be- 
tween the thumb and the palm. He takes the free 
end of the handkerchief and brings it up under 
the thumb, then he doubles down the free end, and 
holds it between the tips of the left thumb and fore- 
finger, making a loop. 

Seizing the lower end of the handkerchief with his 
right hand, he states that he will push it through the 
loop instantly, with his eyes shut. With a quick mo- 
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tion, he apparently does so, tying the handkerchief 
into a sudden knot. 

The end of the handkerchief is not pushed 
through the loop at all. Instead it is quickly swung 
around the tip of the left thumb and pulled straight 
back. The left hand must not release the handker- 
chief at all. A knot is immediately formed upon the 
left thumb, with a loop that appears to be the one 
originally there. 

‘This trick is surprisingly easy to perform and is 
quickly learned when tried. 


AN Escape 


The magician takes a handkerchief and wraps it 
around his left wrist. He places his right wrist on 
top, and asks someone to draw the ends of the hand- 
kerchief around it, and tie them in a knot. The 
magician then appears to be tightly bound; but 
when he turns his back, he instantly escapes. 

When the ends of the handkerchief are brought 
up over the left wrist, the right end should be in 
front. The right wrist is laid upon the crossing, with 
the right fingers pointing to the left elbow. Then 
the ends are brought over the right wrist and are 
tied. 

Everything looks secure; and the hands are held 
in a stout binding which is shaped exactly like a 
figure 8. 

To release, the magician simply swings his right 
118 
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hand to the right and his left to the left, so that 

the fingers come together. This untwists the hand- 7a 

kerchief and makes an immediate release possible. : 
A person can get back into this tie as easily as he 

got out, by reversing the movements. It can be done ; 

behind the back, if desired. 

Aerts 


HANDKERCHIEF ON THE STRING 4 
VUAAANAWAAAAARAA EEE EEEES VER EEESOUOEETE TEEN ESA ONEEORED : 


‘The wrists are tied with a piece of cord, a length 
of string extending between them. 

‘The magician shows a handkerchief which is tied 
so that it forms a loop—two diagonal corners being 
tied together. 

Turning his back for a moment, he passes the 
handkerchief on the length of string which is be- 
tween his wrists. 

Method: Slide the handkerchief up the arm, draw- 
ing it under the loop of cord that encircles the left 
wrist. It will then fall on the string between the 
wrists. The whole operation takes but a few seconds. 

Note: There are more handkerchief tricks besides 
those in this chapter, but as many of them involve 
the use of other articles, they have been included in 
other chapters. 
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CHAPTER IX: LIQUID TRICKS 


T Ricks with liquids are always effective; for they 
are easily seen, and always appear to be difficult. 
One of the first tricks I ever performed employed 
liquids, and I will explain it as the first item of this 
chapter. 





Ink TO WATER 





A glass is exhibited, partly filled with ink. The 
magician dips a playing card in the ink, and brings 
it out, with its lower half covered with the fluid. 
Then he covers the glass with a napkin or a large 
handkerchief. When he removes the cloth, the ink 
has changed to water! 

Method: The interior of the glass is lined with a 
cylinder of black silk. A piece of black thread, with 
a small button on the end, is attached to the cylinder. 
The button dangles over the rim of the glass. When 





the magician removes the handkerchief he grips the 
button through the cloth, and thus carries the lining 
away. The handkerchief may then be rolled up and 
tossed aside. 
The inking of the card is accomplished by having 

a double-faced card with one side of the card already 
blackened part way. The card is turned around 
when it is dipped in the “ink,” and the reverse side 
is shown. If a large glass receptacle is used, goldfish 
may be put in the water and they will be seen 
swimming there after the transformation. 

PRADO T1000 05004000055 05000000000 005100000 OED 


‘Two Gos.ets 
VARIAN HEED 1100 0400/0004 404 00RD 

‘Take a small goblet about one-third full with 
water, or some other liquid. Set a second goblet up- 
side down upon the first. 

The trick is to pour the contents of the lower glass 
into the upper glass, without touching the upper 
glass with your hand, and without anyone else touch- 
ing the upper glass. To make the problem still more 
difficult, the lower glass cannot be set on the table 
or on the floor until it has had the liquid poured 
into it! 

It sounds impossible, but it can be done. 

Bend your head well forward, so that you can 
grip the further side of the foot of the upper goblet 
between your teeth. Then bend your head well back- 
wards, and you will be holding the goblet firmly in 
an upright position. Pick up the lower goblet and 
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a?" ott Og ene 
pour its contents into the goblet you are holding 
in your mouth. 
Be careful not to use too much liquid; the weight 
ye of it is something of a factor, as well as the difficulty 
in pouring. 


Layer 


THe BALANCED ‘TUMBLER 


5 Take a tumbler, partly filled with water, and try 
to balance it half way between the horizontal and 
the perpendicular. Impossible? Not if you know the 
trick! 
‘ Under the table-cloth, place a match-stick. By 
bracing the bottom edge of the glass against the 
hidden match, you can effect a precarious balance. 
It is advisable to make away with the match- 
stick after the trick. One method is to “accidentally” 
= spill a few drops of water, and then quickly put a 


via napkin under the table cloth to prevent the water 
oy from going through. In removing the napkin, take 

mS away the match. Another way is to have a thread 
ie attached to the match. Simply pull the thread, and 
a) away comes the match. 


DisarrearinG WATER 


, This is a trick of a pseudo-spiritistic nature. A 
y glass of water is covered with paper strips, so that 
no one can drink from it. The lights are turned out, 
and the performer’s hands are held. When the lights 
come on again, the water is gone! 


122 

















_ The magician has a drinking straw in his inside 
coat pocket. He reaches with his mouth, obtains the 
straw and drinks the water. Then he drops the straw 
_ back in his pocket, and calls for the lights. 
Wrenner , 
. ‘THe Fountain Pencin 
RAMAN 

A pencil is borrowed, and is squeezed in the 
right hand. A stream of water immediately issues 
from the top of the pencil. 

In his hand, the magician holds a hollow rubber 
ball, which has a small hole in the side. The ball 
is first squeezed and then dipped in water to fill it. 
When the pencil is held upright, and the hole in 
the ball points upwards, pressure will produce the 
fountain. 

The ball may be disposed of by drying the hands 
and the pencil with a handkerchief; or the rubber 
ball may be attached to a piece of cord elastic, which 
runs back under the coat so that when the ball is 
released it will fly out of sight. 


DMA 


Tue Grass AND THE Har 
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‘This is another dinner-table trick, which is not 
difficult, but which requires nerve. 

The magician asks for a felt hat. He lays the hat 
on the table and puts a coin alongside of it. He puts 
the hat over the coin, and waves his left hand above 
it; but when the hat is lifted, the coin is still there. 
The magician sets the hat over the coin, and again 
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waves his Icft hand. He lifts the hat slightly, but the 
coin is still there. So he replaces the hat and waves 
his right hand. ‘This-ume, when the hat is lifted, a 
full tumbler of water has appeared beneath it! 

‘The tumbler of water is previously placed on the 
seat of the performer's chair, alongside of his right 
knee. The coin is laid on the table, and covered with 
the hat. The left hand is waved; then it lifts the 
hat, by taking hold of the crown. The left hand 
carries the hat to the edge of the table. At the same 
time the right hand, which has been resting in the 
lap, lifts the glass of water up into the hat, where 
the left hand grips it through the crown. 

To draw attention from this procedure, the magi- 
cian leans forward, looks at the coin in amazement, 
and exclaims: “What! Still there!” The withdrawal 
of the hat is a perfectly natural movement, and is 
never suspected, provided that the hands do not 
fumble. 

The left hand replaces the hat and glass over the 
coin. When the hat is lifted the second time the glass 
is picked up with it, through the crown. Then the 
hat and glass are replaced; the right hand lifts the 
hat and reveals the glass. 

PIAA 10 0000100000000000 


THe Wuirinc GLaAss 
RLARPAA AAU 000000000040000004 


This is a feat of dexterity that appears to be very 


difficult. The magician picks up a glass and swings 
it around in the air, turning it upside down, and 
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finally bringing it right side up without spilling a 
_ drop of the liquid in the glass. which may be about 
three-quarters full. 

The trick should first be practiced out of doors 
or over a bath-tub. The glass is held flat on the palin 
of the hand. Then the arm is held stiff, and is swung 
in a semicircle, ending with the glass held in a back- 
hand position. Once the knack is acquired, the trick 
may be performed with impunity, as the centrifugal 
force keeps the liquid from falling out. People who 
attempt to duplicate the feat seldom succeed as 
their nerve fails them and they unconsciously twist 
the wrist instead of holding the arm stiff. 

There is a certain type of trick glass, sold by 
novelty stores that can be used in this experiment. 
The glass is made like a goblet, but there is a layer 
of glass at the mouth, so that no liquid may be 
poured in or out. The stem, however, is hollow, and 
the glass is filled through the stem, a small cork 
keeping the liquid in. If the goblet is filled with milk 
or grape juice, it has all the appearance of a normal 
glass; to add to the illusion, a little of the liquid 
may be poured on top of the glass, which is concave. 
Pretending that the glass is too full. the magician 
pours out the little liquid that is on top, thus mak- 
ing the glass appear quite ordinary. He may then 
whirl the glass in the air, and catch it without spill- 
ing a drop. He should, of course, remove the glass 

before anyone happens to examine it closely. 
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CHAPTER X: MATCH TRICKS 


Four TRIANGLES 
DPARAAAAEADAAARVAANWVAAAPADAAAIAOAVAAUVUUA TEETH 





us is more of a puzzle than a trick but it is so 

: perplexing that it deserves mention. Six matches 
are laid on the table, to be made into four triangles. 
All the triangles must be the same size and the 
matches must not be broken or crossed. 

The solution is to lay three matches in the form 
of a triangle and set the other three so they form 
a tripod, each leg starting from an apex of the 
triangle. Thus four perfect triangles are formed, 
but only one is on the horizontal plane. 


‘ RDA VERDUOUAAANAR AAW YAN AAT OER ARARA DBA 


Currine THroucH a Matcu-Box 
MSOC U ODDO VDOT TURRDERTEET DUDE EEDA 
This is an up to date novelty in match tricks. A 
match-box is shown with a crosswise slit in the 
middle of the top and the sides. ‘The magician opens 
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the box slightly, showing the heads of the matches: 
then he closes it and pushes a playing card down into 
the slit. To the surprise of everyone the card appar- 
ently cuts right through the matches to the bottom 
of the box. Then the magician pushes the drawer of 
the box back and forth, showing the heads at one 
end and the blanks at the other! 

Method: The drawer of the box is previously 
divided into three sections, crosswise, and the sides 
of the middle section are cut away. The end sections 
are provided with little blocks of paper or card- 
board, which are glued in place, and on top of these 
are glued the ends of matches, heads at one end, 
blanks at the other. Thus if the drawer is opened 
slightly, it appears to be full of matches. 

The card is inserted slowly as though cutting 
through a box full of matches. Then the drawer may 
be pushed back and forth, showing matches at both 
ends. The card stops the progress of the drawer, so 
there is no danger of revealing the hollow center. 

The box should be pocketed with the card still 
through it; or the card may be withdrawn and tossed 
for examination while the box is pocketed. A dupli- 
cate (unprepared) box can be kept in the pocket 
to be brought out later on. 


VAPREREEA4O95550005000900000906000054090009020000 000004944 


ApPpEARING MATCHES 


VARA VAIO DOA AATATA EEO 
A match-box is shown with the drawer half 
opened. The box is empty. The drawer is closed 









Sees 


: saab and forefinger hiding the join. 


and when it is reopened, a number of matches are 
within. 

The matches are in the box all the time but they 
are wedged between the end of the drawer and the 
inside of the cover. ‘Thus the box may be shown 
apparently empty. When the drawer is closed, (the 
fingers being held at the end to prevent the matches 
from pushing out), the matches will fall in the 
drawer. 

A whole layer of matches may be produced in 
this manner. Some match-boxes are sold which are 
only half the height of the usual match-box. They 
are especially suited for this trick, as the layer of 
matches makes a greater showing. 

0000000000000 0000000000000 0000000000000 
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Two matches are held in the form of a cross, the 


The magician says that he can form a square with 
those two matches—using them just as they are, 
without breaking them. 

When he lays the matches on the table the trick is 
done. The matches have been broken beforehand 
so that each one forms a right angle, but the matches 
are not completely broken. 

What looks like a cross of two matches, when 
held in the hand, is really the two right angled 
matches. When they are laid on the table, each one 
is two sided, and the formation of the square is easy. 


PROD 0000090000000 00 
THe Apuesive Marcu-Box 

AARAAAAAACAUAADEDEEDEETEOETETETETEO ET UTTTETTTNT HO 

This is an interesting little item in connection 
with match tricks. Taking a box of matches, you set 
it against your coat sleeve and it sticks there. The 
box may be examined. 

Use a box of blue-tipped matches, which has sand- 
paper on the sides. Place the side of the box against 
the sleeve and it will adhere there. 


PRET ETE 
Tue Sranpinc Matcu 
VAAN 


Making a match stand upright on the surface of 
a wooden table seems to be a feat of very careful 
balancing. Anyone who tries it will give it up as 
impossible, but you can do it with very little diffi- 
culty. 
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There is a trick to it. Secretly moisten the tips of 
your left thumb and forefinger. After various per- 
sons have been unable to make the match stand, 
take it (by the bottom) between your left thumb 
and forefinger, thus moistening the end of the 
match. Transfer the match to your right hand and 
you can make it stand upright by simply pressing 
it against the table. 

VRAD AAA EEE ETAEAAAEE ETO 
Six AND ELEVEN 
SOA 1 es 

Place six matches so that they form the Roman 
number J], namely XI. 

State that in Rome, half of eleven was supposed 
to be six; so half of the number will be six. 

‘To prove this, take away half of the matches— 
the lower half. The figure X is formed by two 
matches, and J is also formed by two. Taking away 
the lower half leaves VI, the Roman number for 6. 


CLPLLDALELUVOC AVDA AAA 010009 0090009004000004 
THe Maren Square 
® LLLP LPPEELEP LPP PPL LPP PPP ALPOPPNEEA 

This is a puzzle with matches; but it is so novel 
that it is quite as interesting as the average match 
trick. 

Lay four matches in the form of a cross, as illus- 
trated in Fig. 1. The problem is to move one match 
and make the matches form the sides of a perfect 
square. 

Solution: Moye one match about a sixteenth of 















an inch, as shown in Fig. 2. Thus the matches will 
form the sides of a square, but it will be a very tiny 
square indeed! Nevertheless it fulfills the conditions 
of the problem to the letter. 

WE DOWDVARAAEAAWB BUH 8 HEH TIT 19 FF FT 9A 


Rep AND BLUE 
DRA 0000000120800" * THAAD 


A red-tipped match is shown and is placed in | 
-. the left hand. When the hand is opened, the tip of 
the match is blue. 

With a bit of wax, attach a red tip to the bottom 
of a blue-tipped match. Hold the blue tip between 
your right thumb and forefinger, and exhibit thts 
match as a red-tipped one. 






Lay the match in the left hand. Turn the hand 
over, and pretend to push the match further in. This 
enables you to grip the red tip between the thumb 
and forefinger, and to draw it from the hand. 

Open the hand and show the blue-tipped match 
which may be examined. 


APPEARING Paper MATCHES 
The magician opens a package of paper matches. 
He tears out all of the paper matches and drops 

them in his pocket, immediately closing the package. 

When the package is reopened, the matches are 
back again! 

This is a very clever trick. The package of paper 
matches has four layers. Separate the front two from 
the rear two, leaving a slight gap. Open the package 
and pretend to tuck back the flap, but really slide 
it in between the front and rear layers. 

This is done as you are about to show the matches. 
You then apparently show all the matches; but the 
cover hides half of them. Tear off the matches that 
are in view and pocket them. Slide the flap over the 
stumps and lay the package on the table. When you 
open il, it appears to be filled with matches again. 








CHAPTER Xi: MISCELLANEOUS TRICKS 


Browinc Turoucu a Borrie 
LOCC RE CODERS TUTRUEDAN 0099094048444 





A. cANDLE is lighted and is set on one side of a 

bottle. The magician blows against the bottle, 
and the candle is extinguished. He has, apparently, 
blown through the solid bottle! 

A round bottle must be used. When the magician 
blows against it, the air currents are divided; but 
they rejoin on the other side to extinguish the 
candle. Two or three bottles or a bottle and a glass 
may be used. The result will always be the same. 





ARANETA EE ESTES TATED 
‘Tur Mysric Cross 
A880 
‘Take a burned match or a bit of charcoal and 
make a straight line on the palm of the left hand. 
‘Then close the hand and put a similar mark on the 
back. Rub out the mark on the back; open the 
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hand, and the missing mark will be found crossing 
the mark on the palm! 

This trick virtually works itself. Simply make the 
mark at an angle, across one of the lines of the 
hand. Then, when the hand is closed, the first mark 
will form a new one, crossing the original mark. The 
marking and erasing of the back of the hand is 
merely byplay. 


‘THE JUMPING RULER 


A ruler is pushed down into the closed fist. At the 
word “Go,” the ruler jumps up to the ceiling. 

Method: Slip a rubber band over the second 
finger of the hand. Close the fist with the thumb 
in front and the elastic will not be seen. Push the 
ruler down into the fist’so that it engages the rubber 
band, but clench the ruler firmly. As soon as you 
release pressure the ruler will jump out of the hand. 
‘The rubber band may be dropped on the floor. 


‘THE REMOVABLE STRING 

‘Take off your coat, and hang a long loop of string 
over your arm. Then put your right hand in your 
right vest pocket. The problem is to remove the 
string without taking the hand from the pocket. 

To do it, take hold of the loop with your left 
hand and pull it up through the right armhole of 
your vest. Slide the loop over your head, push it 
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through the left armhole and put your left arm 
through it. The string will then be around your 
body, beneath your vest. Reach up under the vest 
with the left arm; get hold of the string and pull it 
down your body. ‘Then step out of it. 

If someone else attempts the trick, he will prob- 
ably get all tangled up, especially if he makes the 
common mistake of putting his right hand in his 
trousers pocket instead of in the vest pocket. 


ARATE EEE TELAT LE UR EEDA EAE OETA 
CHANGING SPOOLS 
AAA eeeeeee es EEE URE E 10000201888 


Two spools, one containing black silk thread, 
the other red, are threaded on a string, and the ends 
are held. A handkerchief is thrown over the spools 
and the magician reaches beneath it. When he re- 
moves the handkerchief, the spools have changed 
their positions. The red, which was originally on the 
right, is now on the left. 

To perform this trick, obtain two strips of paper 
which match the thread on the spools. Cover the 
black thread with red paper, gluing it to form a 
tight cylinder; and cover the red thread with black 
paper. The spools will appear quite ordinary. When 
they are under the cloth, tear the paper coverings off 
the spools, and remove the papers with the hand- 
kerchief. Thus the spools will apparently be trans- 
posed. Both the spools and the string may be thor- 
oughly examined at the conclusion of the trick. 








R eacan 
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Tue Rigpon FROM THE ORANGE 
DORADA 0000800000 090000 0090000001080 


This is a very effective dinner-table trick which 
should be performed with a small orange. You cut 
open the end of the orange, and produce a long coil 
of colored ribbon. 

The ribbon actually comes from the orange; but 
it is not there at the beginning of the trick. It is 
threaded to a large needle, and is then coiled about 
the needle. The coil of ribbon is held in the left 
hand, with the point of the needle extending in 
from the palm, and the left hand is held beneath 
the table. 

The right hand picks up the orange and in trans- 
ferring it to the left hand, presses it down on the 
needle, which goes up through the center of the 
orange. In cutting into the orange, get hold of the 
needle and draw it out, bringing the ribbon along. 
The needle is easily concealed in the right hand as 
it pulls out the ribbon. Keep on pulling until the 
whole coil comes out; then, in smoothing the ribbon, 


slide the needle off and let it fall to the floor. 
00000005000 00000000000090000000000000000000090000008) 


Tue FLOWER IN THE BUTTONHOLE 
0000000000000 0010000000008 888888088000 
The Flower in the Buttonhole is a yery pretty 


little trick that has been performed by a number of 
professional magicians. ‘The effect is very quick and 
surprising. ‘he magician points to his empty but- 
tonhole; waves his right hand over it, and a flower 
appears there instantly. 


136 








An artificial flower is used, preferably a rose. A 
piece of black cord elastic is attached to the stem, 
and it runs through the buttonhole, under the lapel 
and down to a lower buttonhole, where it is pulled 
taut and firmly looped. ‘Che flower is placed under 
the left armpit, stretching the cord elastic across 
from the buttonhole. As the right hand is passed 
over the buttonhole, the left arm is lifted slightly, 
and the flower makes its instant appearance. 
EAA CAUSED OBERT 

Tue Trree Braps 
PARRA DEED AURA EOE EE CAAA EEN DED DEGAS tet D: 

‘Three beads are threaded on a wire ring, the ends 
of which are twisted so firmly that it would be im- 
possible to remove the beads very quickly. 

In color, the beads are red, white and blue. 

‘The magician states that he will mysteriously 
arrange the colors in any order: red, blue, white; 
white, red, blue—any order the audience may choose. 

An order is decided upon and the magician puts 
the ring behind his back. When he draws it forth, 
the beads are arranged in their chosen order! 

This trick is simple but effective. Most people 
will not realize it, but it is an casy matter to arrange 
the beads in any desired order by merely running 
one around the ring. 

Red, blue and white is the same as white, blue, 
and red, according to which side the magician counts 
from. Red, white and blue is blue, white and red; 
and blue, red and white is white, red and blue. 


137 














un AVA AVAL NA AIIAA AAAS SAMA TAR AAAI 
A ReEsrorED STRING 

A string is pushed through a drinking straw, and 
the straw is bent in the center. The magician cuts 
the center of the straw, and then draws the pieces 
away, showing the string as good as ever! 

Method: Have a tiny section of a straw bent and 
concealed between the fingers of the right hand. 

Insert the string in the genuine straw and bend 
the straw. Bring up your right hand and add the 
section, holding the join between your left thumb 
and fingers. The spectators will see what appears to 
be the center of the straw. With scissors, cut off the 
fake section, and bring the hands together, to break 
the real straw. Draw the two sections apart, and re- 
veal the string uncut. 


Tue Mystic PROPELLER 


The “Mystic Propeller” is a little wooden propel- 
ler attached to the end of a short stick. The propel- 
ler is held by a simple pin in the center, and the 
stick has notches in the top. 

When the magician rubs a pencil back and forth 
along the stick, the propeller revolves rapidly as 
though controlled by an unseen force. 

In rubbing the top of the stick, the magician lets 
his thumb press against the side. This imparts an 
imperceptible rotary motion to the stick and that 
causes the propeller to revolve. 































prety yt teeter teeter eeeeeterererereyererrrererter ert tt 
Pin ‘THRouGH he 


MrAraseraeesenetts . AAAs 
A large safety pin is eee in this trick. The magi- 
cian shows the pin closed, and one bar of it appar- 
— ently passes through his finger. But he removes the 
: pin and shows the finger uninjured. 
The pin is prepared. The point is firmly wedged 
P or soldered to the clasp, and one bar is cut at the 
__ center, so that a section is removed. ‘This is slipped 
iver the finger to the center, and it looks as though 
the pin penetrates the finger. 


- straw! 

It is a remarkable task, indeed; but it is easy of 
accomplishinent. The straw is bent so as to make a 
short section, and it is pushed into the bottle, at the 
bend. The short section springs out and acts as a 
lever or catch by which the bottle is lifted when the 
straw is raised. 


WAAAATASATUO 


wanes 
BoriLe AND SrRAW 
Here the magician offers to lift a bottle with a 
e 
| 
4 


SciIssORS AND STRING 





A string is run through one of the handles of a 

air of scissors. The string is tied in a loop and the 
~ knot is held by a spectator. The magician states that 
he will remove the scissors from the string without 
-untying the knot or without doing anything but 
anipulate the scissors. 








‘There is a catch to this one. The loop is long. The 
magician can manipulate the scissors, and he does it 
by turning up the scissors and cutting the string! 


DAP HHA 
Pure PurRNoveR Key 


ODDO 0000000000000 00090000000 

The magician lays a key on his outstretched hand. 
At his command the key turns over. 

Method: The key is placed so that the handle is 
over the side of the hand. It is set on balance, so 
that it is ready to topple the moment the hand is 
ulted. By raising the fingers slightly, the key is made 
to revolve, with no apparent motion of the hand. An 
ordinary door key should be used. 
Ltrs 
Paper Disks 
OAHU 0000000000000 0000009 

Several paper disks are used in this trick. They 
are really paper rings, having holes in the centers, 
One is threaded on a string and the ends of the string 
are held together while the others are threaded over 
both ends. A handkerchief is placed over the string, 
the ends being held by spectators. 

The magician reaches beneath and draws off all 
the disks except the original one which is left on the 
string! 3 

Method: There are several disks which are not 
counted. The last one put on is threaded on one 
string only, but no one observes this as it is done 
just as the handkerchief is thrown over. The magi- 
cian reaches under and tears the bottom. disk, releas- 
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be 





‘aia ‘om 
ng those above it. The top disk, however, remains 
on the string, and people suppose it to be the bottom 
‘one (which is hidden in the magician’s hand). 
O04 


THe MaGnetic PEenci. 
ODEN 


A pencil is held at the magician’s finger tips. It 
mysteriously adheres there, although only two fin- 
gers are pressed against it. ‘hen the pencil is given 
for examination, and the hand is shown to be un- 
prepared. 

Method: Take a loop of black thread and pass it 
through a buttonhole of your coat. Insert the pencil 
(which should be a dark one), through the loop. 
Press outwards against the pencil with the backs of 
your fingers, letting the thread run between the 
fingers. The pressure will make the pencil stick to 
the fingers. As soon as pressure is released, the pencil 
will slip from the loop, which will fall unscen 
against your coat. 

A dark coat should be worn when this trick is 
performed. 

POO" 
; THe THree Marae Trick 
Onn 

‘The magician shows three marbles in one hand. 
He tosses them back and forth between his hands, 
showing three each time. He finally holds them in 
his left hand, and asks a person to say how many 
are there. Of course the answer is “three,” but when — 
the hand is opened, four marbles are seen. 
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At the beginning, there are three marbles in the 
right hand, and one of them rests at the base of the 
two middle fingers. An extra marble is similarly held 
in the left hand. 

When the magician tosses three marbles into the 
left hand, he really tosses two, retaining the one. But 
he immediately opens the left hand and shows three 
there. The marbles are tossed back and forth several 
times, and always three may be shown, the fourth 
being retained. This movement is absolutely decep- 
tive. 

On the last toss the extra right hand marble goes 
into the left, so the left has four marbles when it is 
opened. 








A VANISHING PENCIL 


The magician places a pencil under a handker- 
chief. Everyone can see the shape of the pencil. Sud- 
denly the handkerchief is tossed aside and the pencil 
is gone! 

Method: As soon as the pencil is under the cloth, 
extend the forefinger so that it holds up the hand- 
kerchief and appears to be the pencil. The hand is 
raised and the pencil drops down the sleeve. Then 
the handkerchief is tossed aside, and the pencil has 
vanished! 


THE “VANISHING” PENCIL 


A pencil is rolled in a sheet of paper. The paper 
is immediately torn to pieces, and the pencil is 
gone! 

The pencil is nothing but a hollow paper tube. 
A glazed, colored paper is the best to use. A real 
pencil tip is inserted in one end of the tube; and 
the eraser end of a pencil in the other end. You can 
write with the pencil and it will appear quite ordi- 
nary. But when you roll it up in a sheet of paper, 
you can tear the paper into several pieces, to prove 
that the pencil has gone. 


OO 0046 18 08 PHU U*YG VALTCCY oh war wey 
TurnasouT PENCIL 
RAs 


A pencil is exhibited and is pushed into a paper 
tube, the point of the pencil going in last. When the 
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pencil comes out the other end of the tube, it 
emerges point first, having apparently reversed itself 
inside the tube. 

The pencil is sharpened on both ends. Then a 
piece of glazed paper is rolled around it, and glued 
to form a paper tube. The glazed covering should 
be just long enough so that one point of the pencil 
will extend. 

In pushing the innocent looking pencil through 
the larger paper tube, the extending point is pushed 
into the glazed covering, so that the point will ex- 
tend from the opposite end. Thus when the pencil 
comes out it will be reversed, coming out point 
first. 

RAPA YEOH HOH HERE E RU BHR TT TEU ENTERED 
NAMING THE SUIT 
OO ent 

A sheet of paper is laid on the table. The magi- 
cian’s assistant leaves the room. Some person is 
asked to name any suit of a pack of playing cards: 
diamonds, clubs, hearts, or spades. 

When this has been done, the magician gives him 
a pencil and tells him to write “What suit did I 
choose?” or any other words that ask the same ques- 
tion. The person then takes the paper and pencil 
out to the assistant who immediately writes the name 
of the chosen suit. 

Pencils are responsible for this trick. The magi- 
cian has four different pencils in his pocket, each 
one representing a different suit. He merely gives 
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the proper pencil to the spectator to take out to the 
assistant. When the assistant sees the pencil he 
knows the chosen suit. 


POMATETABIAEAUTTO FETED “ an 





PENCIL FROM PocKETZOOK 
Sea us aan’ : 

A small purse is opened, and a pencil is drawn 
from its interior. The pencil is three times as long 
as the pocketbook. 

‘The pencil is previously concealed up the sleeve, 
so that the tip of it comes into the palm of the 
hand. The back of the hand is towards the audience. 

‘The bottom of the purse has an opening, so that 
when the purse is placed in the hand that hides the 
pencil, and the pocketbook is opened, the other 
hand can reach down through and draw out the 
pencil. 

An ordinary purse may be used: in this case the 
pencil is drawn up in back of the purse; from a short 
distance it will appear to come from inside the purse. 
PARANA MAA HUTA TET EAA VATA DAWHATUN VA 


Numper Six 
WREDORORE0044090000000008 000 OEO0 0500000000000 090F0 90008 


This is a catch, rather than a trick. 

Ask a person the time, and when he replaces his 
watch in his pocket, mention that although he has 
been looking at his watch every day, he cannot tell 
you whether the number six on the face is a Roman 
numeral (VI) or an Arabic numeral (6). 

Of course he will say that he does know; and 
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‘ Pere 
when he has stated whieh it is, tell him to look at 
his watch. To Itis surprise he will find that there is 
no number six at all! 

The reason is ‘beeause the second hand of the 
watch occupies the space provided for number 6. 
When you ask him for the time your purpose is to 
learn whether or not his watch has a second hand. 
If it has one, you may go ahead safely. 
VARESE 
‘THE WatTCH FROM THE HANDKERCHIEF 
DOULA WOO 





A watch is placed in the center of a large handker- 
chief. The corners of the handkerchief are drawn 
through a metal ring, and the corners are held by 













ferent persons. Then you throw a napkin over 
_ the handkerchief, and reaching beneath, immedi- 
ately draw out the watch! 

Method: Although the corners of the handker- 
chief are held, and the watch cannot pass through 
the metal ring, the removal of the watch is an easy 
matter. Take hold of the side of the handkerchief 
. and pull it down through the ring, thus making a 

space between the corners through which you may 
withdraw the watch. If you have a coin in your 
hand, you can drop it in the handkerchief instead 
of the watch. Then pull the ring down against the 
coin. 


‘ Pecuinc tHe TIME 


Borrow a watch and tell the company to set it at 

any time they choose, as five, ten, fifteen (or some 

other unit of five) minutes after an hour. You leave 

the room while this is being done, and the watch is 
laid face down on the table. 

When you return, you merely look at the back 

of the watch and immediately tell the time at which 


ie it is set! 
Method: You must have a confederate for this 
b trick. You and he divide the table into twelve im- 
aginary squares, each square representing an hour. — 
_ After the watch has been set and placed on the table, 


the confederate carelessly moves it into the proper 
square to designate the hour. At the same time he 





turns the watch so that the stem points to the min- 
ute, imagining that there is a dial around the watch. 

One glance at the watch will tell you the time at 
which it is set. 


Tue Mystic ALarmM CLock 





This is a similar trick with an alarm clock; but 
no confederate is needed. Some person is invited 
to set the minute hand of the clock at any number 
he chooses, and to lay the clock face down. Looking 
at the back of the clock, you name the number to 
which the large hand points. 

Method: The winding knob of an alarm clock 
often has a little mark which points to the top of 
the clock when the minute hand points to twelve. 
If no such mark appears, set the clock at twelve and 
make a scratch on the knob, When you look at the 
knob it will tell you where the minute hand is 
pointing; for the scratch on the knob will act as 
an indicator on a tiny imaginary diat. The ‘‘dial” 
will be in reverse order, running 12, 11, 10, 9, 8, 7, 
6, etc. 








_ us chapter is a short one, dealing with some 
interesting experiments in numbers. All that 
is needed is a pencil and paper. The figures will do 
the rest. 

' These tricks are well suited to the beginner in 
nagic, as they require no skill whatever. 


Dine 


‘ToraLinc TWENTY 


‘Tell a person to write down five odd figures in 
a column and add them up to total twenty. 

As twenty is an even number, people who try it 
will soon give it up. But the magician can do it! 

Here is the method: Put down 13, 5, 1, and 1. 
Add these numbers and the total will be 20. But 
there are only fowr odd numbers. That is true, but 
there are five odd figures: 1, 3, 5, 1, and 1. 
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The conditions of the trick call for five odd 
figures, which most people take to mean five odd 
numbers. 


Nine Ficures 


Write something on a piece of paper and lay it 
aside, 

Then write the figures: 1, 2, 3, 4, 5, 6, 7, 8, 9. 

Tell a person to cross out a figure. Then you 
eliminate figures by having them crossed out. When 
only one is left, open the paper, and there will be 
the figure! 

Method: On the paper write 5. Most persons will 
cross out 5. If they do so, open the paper and show 
that the number on it is 5! 

If they cross out another number state that you 
have eliminated one figure, leaving two groups of 
four. 

Ask that four figures be chosen. If 5 is among 
them, have the other four crossed out. If 5 is not 
among them, cross them out. 

Then have two figures chosen. Repeat—if 5 is 
there, have the others crossed out. If not, cross out 
‘the chosen figures. 

Ask that one of the two remaining figures be 
selected. If 5 is picked, cross out the other. If not, 
cross out the chosen figure. 

It is a case of a certain elimination to the figure 
5, a ruse that is never detected. 
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AAA AAAI AAA AN ARS AAAS AAA AASAAAAL 


‘TELLING THE ToTaL 


AAA REESE TIS EEE WETRANAATETERNAA CEASERS 


Let a person write down a row of six figures. 
‘Then write something on a piece of paper and lay 
it aside. 

Another person writes six figures beneath the 
first row. Then you write a number of six figures. 
Another person obliges with a number of six figures, 
and you do the same. When the sum is added, a total 
is reached. Your paper is unfolded, and there is ’ 
the answer! 

Method: Note the first number written. Add to 
it 2,000,000, and subtract 2. That is what you write 
on the piece of paper. Just put down 2 less than the 
number written, and put a figure 2 in front of it! 

When the second number is written, you write 
your number. Just add enough to each number in 
the second row to make each figure total 9. 

When the fourth row is written, you write the 
fifth, and make the fourth row total 9 for every 
figure. That will bring your answer. 

Example: A person writes 347,628. On your paper 
write 2,347,626. 

Now the addition may appear like this: 





Mirsts LOW asco ccantianwen  S41j028 
Second row.......+. . $12,799 
MOU TOW s « « scse jesse 687,200 





Fourth row......--.---- 810,204 
RO TET TO Woes eis) ieress0i 214! smi 189,795 


Biro tall wisuneeaneen 2poeesen! 





Tue Granp Torar 


Let a person write down the year of his birth 
and then the year of his marriage, or his first year 
of school. 

Then he must write his age at the end of the 
present year, and to it the number of years he has 
been married, or the number of years since he began 
school. 

In the meantime you have written a total on a 
paper and put it in an envelope. The total of the 
person’s figures will be the same as the total you 
wrote. 

Here is the reason: The sum will always be twice 
the number of the present year. 

. Thus, if the trick is done in 1948: 


Meat Ol SDICt Hier iartunameanee tr 1920 
Wear of guatniapenve arene sane 1945 
ABE Fs IN eters teiarole oh oerersranmentiomaen cm 28 
Wears since mmathiapenys siaans te 3 

CROtal. +. sii) ty. tenel mem Renner 3 3896 


‘The number 3896 is two times 1948! 


Cross THEM Our 


Write the following numbers in a line: 1, 2, 3, 4, 
shen epee ato 
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The object is to cross out three groups of num- 
bers, starting from the end of the line, and the last 
number of each group must be odd. This sounds 
impossible, as the last group must end with 10! But 
it can be done. 

Method: Start from the right end. Thus your first 
group crossed out can end in 7; the second in 3,; 
and the third in 1. a 


12345678910 


78910 
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hi pricaL illusions are always entertaining. Many 
of them are actually tricks, while others are 
ag certainly deceiving. 
a This chapter is devoted to tricks and illusions 
, which require no skill, but which deceive the eye 
and clearly demonstrate that the old saying “Seeing 
is believing”’ is not to be trusted. 


& 
op Tre Coin ix THE GLass 
Partly fill a glass of water, and place a plate upon 
it, after you have dropped a dime in the glass. 
Then invert the glass and the plate. The water 


will not come out if you are careful. 

i Now invite someone to look through the side of 
the glass. To his surprise he will see two coins; one 
___ will be apparently above the other, which will ap- 
pear to be the size of a quarter. 

- This isa good way to make money! 
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Drawine wir A Mirror 


AVANT UTES 


Show a person a simple diagram of a square with 
a diagonal cross in the center. 

He is supposed to draw this simple diagram; but 
he must do so with the aid of a mirror, guiding his 
hand by looking in the glass, while the performer 
covers his hand so he cannot see it directly. 

The person will be unable to draw the diagram. 
He will go in all sorts of directions, and the result 
will be very poor. 

Tf the magician is called upon to draw the dia- 
gram, he can do so, by one of two methods. First, 
by practicing beforehand; and second by drawing 
the diagram by the aid of his hand alone, and pay- 
ing no attention to what he sees in the mirror. 


SEEING THROUGH SOLID 

‘There is a very simple method whereby a person 
can apparently see through a solid object. 

All that is required is a tube of paper, about an 
inch in diameter. The tube is held to the right eye, 
while the other hand holds the object—a match-box 
or a playing card, for example—alongside of the 
tube, on the left. 

Both eyes are kept open, and a remarkable illu- 
sion results’ It appears as though one is looking 
right through a hole in the center of the object. 
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VAAAAL AAA TAN ARAN SAAD EEN EEA AKA A SAKA NANA RAMANA AAA 
‘ 
\ THe SNAKE AND THE Birp 
- PURRSENEEEREERAS TEAST AS TATA TALES EADS EN SERS TEAS ERAGE: 
a 





One of the most amusing of all optical illusions 
B is shown here. ‘The snake is waiting to swallow the 
bird. To make him do it, bring the book up close 
to your eyes, and you will see the bird fly on a bee-. 
line into the snake’s mouth. 


is VAAAAAAARAAAADA TAA ARIANA AAAREAAAARATAAA AAA AAA AAAI 


Watcu Is LARGER? 


\ DREPRER SERED ERE ENTS EA1 TH TUE EEEEEEES TATTERED NAGE ATAT ARE ORE 


is Cut out two pieces of cardboard exactly the same 
size and shape as those shown in the aceomipanyiny, 
.. drawing. (Fig. 1.) P 

‘ When these are shown to a y 










reste 
took at them here on the page, it seems certain that 
the lower one is larger than the upper. In fact no 
one will doubt the statement if you make it. 
However, both figures are exactly the same size. 
This can be demonstrated by laying one upon the 
other. (See Fig. 2.) 


A) Missinc Coin 


Fill a glass of water to the brim, cover it with a 
small plate, and set it upon a coin. 

Then invite people to look into the glass and tell 
you if there is anything beneath it. As they must 
look in the side of the glass, they will not see the 
coin, for it will be absolutely invisible. 

When you lift the glass and reveal the coin, every- 
one will wonder where it came from! 


Pie Apprarinc Coin 


This is an optical trick that is quite mystifying. 
Look steadily at the circle shown in the drawing, 
and begin to revolve the book in short, quick circles. 
As you do, the image of a coin will appear upon 
the circle, and will remain there while the motion 
continues, Sometimes the coin is the size of a dime; 
other times it appears to be as large as a nickel or a 
_ quarter. 











Vhis diagram may be easily copied on a card, with 
black ink, and it makes a capital little mystery. 


STRANGE LINES 


A really remarkable optical illusion is shown here. 
It is certain that the border lines of the drawing 


a Se 





are straight; but the two center lines that are as 
heavy as the borders seem curved. 

As a matter of fact they are straight, although no 
one will believe you if you say so. A ruler or the 
edge of a card, when laid upon the lines, will 
demonstrate that they are straight. 


Mystic Circies 


The circles shown in the drawing are obviously 
imperfect. No one would accuse them of being true 
circles, for they are almost egg shaped—at least they 
appear to be. 

But you can safely state that they are perfect 
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circles. This fact can be demonstrated with the aid 
of a compass, or by laying coins in the center of the 
circles. The curving checker-board effect confuses 
the eyes. 


A Guos1 


Here is a way to make a person see a ghost! 

Tell him to gaze steadily at the picture shown 
herewith. He must look at it for about a half a 
minute, under a strong light, keeping his eyes on 
the tiny dot in the picture. 

‘Then he must turn his gaze toward the wall. As 
he looks there, a large ghostly image of the picture 
will appear before his eyes. Sometimes the image 
is very clear, and it is often intensified by blinking 
the eyes a few times. 
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\ Any Clever little tricks may be performed with 
| pieces of paper. In fact, some of the best 
experiments in impromptu conjuring are done with 
paper. One of the most perplexing of all such tricks 


is called: 


AAA WAASAWAAAAN090905402005298922000000000000008 ‘ 
THe Torn AND RESTORED CIGARETTE PAPER 
ae eeeies v — aa ; 


‘The magician takes a cigarette paper, and tears 
it to pieces. He rolls the pieces in a tiny ball, shows 
his hands empty except for the little ball, and then 
proceeds to unroll it. The torn paper is restored, 
and the hands are empty! 

A duplicate paper ball is used. [t is rolled and 
concealed between the tips of the first and second 
fingers of the right hand. All the fingers are bent 
slightly, and the position of the hand is very natural. 

The original paper is torn, rolled into a pellet, 
and the two pellets are pressed together, so they 
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may be held between the left thumb and forefinger 
and shown as one, while the hands are shown to be 
otherwise empty. The paper ball is rolled more 
tightly, which enables the first and second fingers 
of the right hand to take away the torn paper pellet. 

Then the fingers and thumbs of both hands start 
to unroll the duplicate paper pellet. ‘To assist this 
action, the tips of the right fingers are raised to the 
tongue and are slightly moistened. “Fhe torn bits of 
paper are left in the mouth, and the restored pellet 
is completely opened, the hands being shown empty. 


Tue Resrorep Paver NAPKIN 


Che effect of this trick is similar to the last. A 
paper napkin or a large square of tissue paper is 
used, and the magician apparently shows how the 
trick is done, yet finishes by mystifying his audience. 

‘Three napkins are used. One is rolled in a ball 
and is placed inside the other two which are formed 
in a loose cylinder. The magician unrolls the cyl- 
inder, and secretly grips the rolled up napkin in the 
bend of his right fingers. 

‘Then he exhibits the two loose napkins, and roll- 
ing one into a ball, shows how it may be concealed 
under the left fingers. He tears the unrolled napkin, 
rolls it into a ball, and adds the napkin from the 
right hand. He holds the two balls as one at the 
ps of his left fingers, calling attention to the ball 
that is under the left fingers. 
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“Now,” remarks the magician, “I will exchange 
the torn pieces for the restored napkin.” The right 
hand approaches, and squeezes the double ball, re- 
moving the ball of torn pieces, leaving a restored 
ball at the tip of the left fingers and thumb, and 
another restored ball under the left fingers. One 
restored ball is exchanged for the other, in plain 
view; and the ball that was under the left fingers 
is unrolled, and held up to view. It is carelessly 
rolled into a ball, with the torn pieces from the 
right hand going mside it, and it is dropped in the 
pocket by the right hand. 

“Here,” says the magician, pointing to his left 
hand, “I still have the torn pieces. Of course it is 
necessary to dispose of them in some way. Perhaps 
the best method is to unroll them—and then we find 
that they have also been mysteriously restored!” 

As an additional effect, the magician may have a 
fourth paper napkin rolled tightly inside the third. 
When he reaches the denouement of the trick, and 
shows the torn pieces really restored, he carelessly 
lets the fourth napkin fall to the floor, where he 
quickly puts his foot on it. Of course everyone wants 
to see the little paper ball that is beneath his foot; 
so after feigning embarrassment the magician picks 
it up and calmly unrolls it. 


PHe Cen-sriry Trick 


The magician takes a cigarette paper and lays 
it on the table. He asks some one to name a famous 
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celebrity, now deceased. Suppose Washington is — 
named. 

The mp gician asks some one to cavetully roll the 
paper into a tiny ball. He takes the little pellet, aid 
holding it between the tips of his left thumb and 
forefinger, places it on the back of the spectator s 
hand, A tew moments later, the paper is unrolica, 
‘and the name ‘‘Washington” appears written on it! 

This pseudo-psychic mystery is quite astonishing. 
Yet it is not a difficult trick to perform. 

Place a tablet of cigarette papers and a very short 
jpencil in your right trousers pocket, or in the coat 
pocket. As soon as the celebrity is named, put your 
hand in the pocket and write the name on the top 
sheet of paper; then roll up the slip of paper and 
hold it between the tips of your forefinger and sec- 
ond finger (as with the restored cigarette paper). 
When you take the pellet rolled by the spectator, 
bring the hands together and add your pellet, hold- 
lug the two as one; then, in dropping the pellet on 
uve spectator’s hand, retain the spectator’s paper 
with the fingers of your right hand, and drop the 
pellet that bears the message. The right hand easily 
disposes of the spectator’s pellet, and the trick is 
virtually completed. You should be careful to per- 
form this trick in a very impressive manner. 


‘THe THree Parer BALLS 


The magician rolls up three tiny balls of paper. 
He lays them on the table, and picking up one with 
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F the right thumb and forefinger, drops it in the left 


hand. He repeats with the second paper ball, and 
throws the third ball away. But when the left hand 
is opened, three paper balls roll out! 

The trick is repeated, without hesitation, time 
after time, but with the same result; the third ball, 
thrown away, mysteriously emerges from the left 
hand. 

Method: Again we employ the artifice of holding 
a ball concealed between the tips of the first two 
fingers. A fourth ball is used, and it is hidden in 
the right hand. The natural bend of the fingers 
allays suspicion. ‘The first ball is picked up and is 
dropped fairly in the left hand; but when the second 
ball is dropped in, the hidden pellet is dropped also, 
the left hand immediately closing over it. When the 
third ball is “thrown away” it is really retained by 
the right finger tips. When the left hand is opened, 
and three balls are rolled out, the trick is ready to 
be repeated. 

If the trick is performed seated at a dinner-table, 
the magician should have a lump of sugar resting 
on his knee. After the trick has been repeated a 
number of times, he asks a spectator to throw away 
the third ball. Then his left hand rolls out three 
balls, and while attention is on them, the right hand 
picks up the lump of sugar, holding it in the bend 
of the fingers. 

The right hand picks up two of the paper balls 
and drops them in the left, letting the lump fall 
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also. Then the third ball is thrown away, and when 
the hand is opened, the lump of sugar rolls out in- 
stead of the third ball. 

Another finish is to pick up the three balls (or 
two if the sugar is used) and pretend to put them in 
the left hand, really holding them with the right 
thumb and fingers. This is not difficult, as the right 
fingers merely slap the left palm, and the left hand 
closes immediately. 

When the left hand is opened, the balls have 
vanished. The right hand, meanwhile, lets them 
fall over the edge of the table. 

Before performing this trick, it is not a bad plan 
to scatter some ten or twelve paper pellets on the 
floor. People seeing these afterwards will think that 
they are paper balls which have been thrown away. 


Tue Batts AND THE Hats 


The magician rolls up four paper balls, each 
about the size of a golf ball. He lays them on the 
table so that they form the corners of a square. 
Then he takes two hats and puts each one over a 
ball. Picking up an odd ball, he reaches beneath 
the table, and thumps the bottom of the table. A 
hat is lifted, and there is the second ball! The hat 
is replaced over the two balls; the other odd ball is 
thumped under the table, and three balls appear 
beneath the hat. The three balls are covered with 
the hat, and the magician points to the other hat, 





which has a ball beneath it. He lifts the hat, and 
shows it empty. The ball has gone! And when the 
three-ball hat is lifted, all four balls are beneath it! 

The trick usually ends here, but there is a very 
surprising conclusion which may be introduced. The 
empty hat is laid on the table. The four balls are 
set upon it, and the other hat is pressed down on 
top. When both hats are lifted they reveal a large 
paper ball, as big as the hat itself! 

The first part of the trick is not difficult of ex- 
ecution. When the magician starts to place one hat 
over each of two balls, he is uncertain which of the 
paper balls to cover. He puts the right hand over 
the ball nearest him; and his fingers, which are 
underneath the hat, gmp the ball, while the other 
hand is deciding where to put its hat. Suddenly he 
lifts the right-hand hat, carrying the ball beneath 
it, and instantly drops the left-hand hat upon the 
space occupied by the right-hand hat. As the hats 
come together, no one has a chance to see that the 
ball is no longer there. The right hand drops the 
hat (and the ball) over another ball. 

The right hand then picks up an odd ball and 
thumps it beneath the table. The left hand picks up 
the hat and reveals two paper balls» The left hand 
carries the hat to the edge of the table, where it is 
gripped by the right hand. The fingers of the right 
hand go inside the hat, holding the ball there. The 
hat is dropped over the two balls and the third 
ball drops with it. 
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This maneuver is repeated with the other odd 
ball, so that three balls appear beneath the hat; 
and then the fourth ball is secretly introduced. 
When the magician points to the other hat which 
is supposed to cover a ball, he has merely to lift the 
hat, show it empty, and then let someone lift the 
other hat and find all four balls! 

If the magician adds the large ball effect, he goes 
about it thus: The large ball is hidden under the 
coat, on the left side of the body. It rests against the 
magician’s hip. 

The magician shows the one hat empty, picking 
it up with his right hand. Then he transfers it to the 
left hand, which holds the mouth of the hat close 
against the bedy. A person is requested to lift the 
other hat. As this is done, all eyes will be upon the 
four balls which appear beneath it. No one will be 
looking at the magician. As he leans forward and 
gazes at the four balls on the table, his right hand 
reaches beneath the coat and slides the large ball 
into the hat held by the left hand. ‘Then both hands 
immediately drop the hat crown upward on the 
table. Everything is then set for the mysterious ap- 
pearance of the large paper ball. 


Tue Toucu Napkin 


A paper napkin is twisted in rope fashion, and a 
person is invited to tear it in half by pulling directly 
on the ends. The paper will prove too tough to tear. 
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But when others have failed, you take the twisted 
napkin, and tear it with ease. 

To accomplish this, dip your fingers in a glass 
of water while the other persons are trying to break 
the napkin. Twist the paper tighter with your fin- 
gers, and in so doing, moisten the center. The 
napkin will then break when you pull the ends. 
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THe Paper Brince 
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Take a sheet of note paper and stretch it between 
two glasses, so that it forms a sort of bridge. Ask 
anyone to set another glass on the bridge; the paper 
will not support the additional weight. ‘The trick is 
to make the paper bear that weight. 

The solution of the problem is quite artful: pleat 
the paper lengthways; then it will bear the weight 
of the third glass. 











PRAABAVATL VASA ALLA EAU DHAABEOUA AD OUT AAAAAAAATYY ‘) 
Jie Macic NUMBER 
Aare WAAA214110049444020000242190000900000 
The magician writes a number on a slip of paper 
and folds the paper. He asks some one to write down 
a number of three different figures, as: 6 5 1. 
The number must then be reversed, and the 
smaller subtracted from the larger: 


651 
—156 


495 


The result (495) must be reversed and added, 
thus: 


495 
+594 


1089 


When the folded paper is opened, it bears the 
total 1089! 

The secret? Simple enough! No matter what 
figures the person uses, if he follows instructions, 
the answer will always be 1089! So you have merely 
to write that number on your folded slip of paper, 
_and then tell the person what to do! 
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b THe MARKED PApFR 
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‘Take a packet of cigarette papers, and let a per- 
son write on one of ee very lightly, so that the 
_ paper is not indented. The papers are mixed; then 
you hold them behind your back, and_ instantly 
draw out the marked paper! 

Method: Cigarette papers are cut on the bias. You 
have merely to turn the marked paper around, be- 
fore it is inserted with the others; and when you 
hold the packet behind your back, you will discover ; 
projecting corners that belong to the marked paper. : 





Turer Paver Stipes 4 


‘Take a small sheet of paper and fold it crosswise 
into three slips of equal size. Tell a person to write 
three names on the paper, one in each section, with . 
his own name in the center. He then tears the paper 
along the creases, and folds each slip in quarters. 

The paper slips are dropped in a hat, and you im- 
mediately reach in without looking and bring out 
the slip which bears the person’s name. 

Method: Both edges of the desired slip will be 
rough. The other slips will each have one smooth 
edge. Feel for the nage with the rough edges. 
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THE SHOWER OF PAPER 
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This is a very pretty trick, of Oriental origin. 
The magician tears up a piece of tissue paper and 











soaks the strips in a glass of water. He holds the 
soaked paper in his left hand, and picking up a fan 
with the right, fans the wet papers. A flurry of 
paper flakes immediately emerges from the left hand, 
and a tiny cloud of paper flies about the magician. 
‘The wet paper has disappeared. 

Method: Although substitution is required in 
the trick, no special skill is needed. First cut up 
some tissue paper into very fine bits, and enclose 
the flakes in a piece of tissue paper of the same color. 
A small rubber band will keep the packet closed. 
Lay the package behind a book, upon which the 
ian and several sheets of paper are resting. 

Pick up a sheet of paper, and lift the packet with 
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it, holding the packet in the left hand, under the 
fingers. Tear up the sheet of paper, dip it in water, 
and squeeze it. Bring the hands together and raise 
the left hand, opening the fingers slightly, so the 
packet shows through. The audience sees the col- 
ored paper and mistakes it for the soaked pieces. 

The right hand picks up the fan, and in so doing 
drops the soaked pieces behind the book. While the 
right hand fans the left, the left fingers tear open 
the packet and release the paper shower. After the 
shower is completed, the right hand closes the fan 
by striking it against the left; and the left hand 
takes the fan and replaces it on the book, dropping 
the tissue paper covering behind the book. 


THe Favorire NumMper 


Write down the number 12345679. 

Give a person a pencil and ask him to pick out < 
his favorite figure. Suppose he says 7. Tell him to 
multiply the number by 63. He does so, and the 
answer is a row of sevens, thus: 


12345679 
>Ou.O3 


37037037 
74074074 
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The secret is very simple: When a figure is named 
by the person, mentally multiply that figure by 9, 
and tell the person to multiply the big number by 
the total. Thus 9 X 7 = 63, so 63 produces the row 
of sevens. If three was named as the favorite figure, 
the multiplier would be 27. 


‘TRAVELING TISSUE PAPER 


The requirements for this trick are two match- 
boxes and two sheets of tissue paper, one red, the 
other blue. 

Crumple the blue paper and put it in a match- 
box. Mark the end of the drawer with a blue pencil, 
and close the box. Crumple the red sheet and put 
it in the other box, marking the end of the drawer 
with a red pencil. Thus the marks tell the color of 
the paper contained in each box. 

The two boxes are laid on the table. Pass your 
hand over them, and open them. In the box with 
the red mark, you find the blue paper; while the 
red paper has mysteriously passed to the box with 
the blue mark! 

On the reverse end of one drawer you must pre- 
viously make a red mark, and a blue mark on the 
reverse end of the other drawer. As each drawer is 
part way open, these marks will not be seen, Put 
the red paper in the box which has the hidden blue 
mark; and put the blue paper in the box which 
bears the concealed red mark. Then mark the front 
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end of each drawer with a color corresponding to 
the paper that is in the box. 

Close the drawers and put the two boxes together. 
In stepping to the table, or moving some object out 
of the way, turn the boxes around, so that when 
you lay them on the table, the red marked box is 
now blue and the blue is red. Thus when the 
drawers are opened, the transposition has been ef- 
fected, 


Tue FLOATING Paper Batt 


The ‘Floating Paper Ball” is a very pretty little 
experiment, when performed under proper condi- 
tions. 

The magician crumples a piece of paper into a 
ball, and holds it in his left hand, with his right 
hand above it. He takes his left hand away, and the 
ball floats in the air, rising slowly to the right hand. 

The trick is accomplished with a piece of black 
silk thread. A loop is formed in one end, and is 
placed over the magician’s right ear. The other end 
is attached loosely to a coat button. 

When the paper ball is formed, it is squeezed 
around the loose end of the thread. When the right 
hand goes above the ball, it catches the thread over 
the right thumb, and draws the thread taut, so that 
when the left hand is removed, the ball floats. Ad- 
vancing the hand raises the ball, withdrawing it 
lowers the ball. 
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Finally the left hand takes the ball and draws 
it from the thread. The right hand brushes back 
the hair, and in so doing lifts the loop from the 
car, letting the thread fall to the floor. 


A GENEROUS OFFER 


‘The magician hands a square piece of paper to a 
person and tells him that if he can tear it into four 
equal pieces, the magician will give him a quarter. 

Tearing the paper as required sounds easy 
enough; so the person does so, and demands pay- 
ment. The magician asks to look at the four slips 
of paper, and says: 

“Yes, you did it. Here’s your quarter.” 

Thereupon he gives the person one of the four 
pieces of paper, which is a quarter—of the sheet of 
paper! 

‘This can be varied by using a slang expression, 
and offering to donate “two bits.” In this case, two 
of the pieces of paper are given, as they represent 
the two bits mentioned. 


Brow ‘THem Away 


‘Three pieces of paper are laid on the back of the 
hand. The magician states that he will blow away 
one, two, or three, as required, the audience speci- 
fying the pieces to be blown away. But the others 
will not leave the hand. 

It seems impossible to blow away two pieces with- 
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out disturbing the third—or one without blowing 
the other two also. But the magician accomplishes 
the feat by placing the fingers of the other hand 
upon the papers designaicd to remain. Then when 
he blows. only the loose paper will fly away 
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A Paper TEARING Trick 


PAAVIVAVA AVANT VOSS U TS NTE VS TARA 


Here is a new and very clever method of tearing 
and restoring a sheet of tissue paper. 

The magician shows two pieces of tissue paper; 
one white, the other black. He tears both together 
and folds them into a small packet. When he un- 
folds the papers, they are restored—but in the form 
of a large white square with a square black center. 

No trace of the torn sheets remains. 

The restored paper is lormed beforehand by past- 
ing a black square on each side of the large white 
one. On one side, the black square is pasted around 
the edges, and one edge is left open. 

The restored paper is then tolded mto a small 





package, with the opening on the outside, and it is 
laid behind an object on a table. 

Two ordinary sheets—white and black—are shown. 
They are laid on the table for a moment When 
picked up. the restored package is behind them. 
They are torn into quarters (keeping the restored 
sheet hidden), and the entire bundle is turned over, 
bringing the restored piece to the front. Under 
cover ot this, the hands, with a wavy motion, double 
up the torn pieces together, and then gradually open 
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the restored paper. This affords ample opportunity 
to poke the tofn pieces ‘into'the secret pocket. Thus 
when the restored paper is fully unfolded, it may be 
shown on both sides, and the hands can be shown 
absolutely empty. 





Ir Looks Easy 


Take a sheet of paper, and tear it into thirds, but 
do not quite tear the end sections loose. The result 
is a sheet of paper with two parallel slits, making 
three flaps. 

Hand this to a person and tell him to take hold 
of the end flaps and keep one in each hand. Then 
he must tear the end flaps from the center portion 
of the paper. 

It looks easy—but it isn’t. 

When the person tries to do it, he will surely 
tear away just one of the end flaps, and not both, 
as the pull is bound to be unevenly distributed. 
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Obtain some of the thin, transparent paper used 
as an outer wrapping for candy boxes. This is a 
smooth substance that resembles isinglass. 

From it, cut out a small figure shaped like a fish. 
Lay the “fish” on the palm of your hand, and when 
you breathe upon it it will twist and turn, raising 
its head and its tail, as though imbued with life. 

If the hand is slightly moist, the ‘fish’ will be- 
come more active. 


VAVAAAWA991900000000000 00008 AAPA OO ‘ vweeer - 
Tur Mystic NAME 
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A square sheet of paper is folded carefully into 
nine perfect squares. On one of these the magician 
writes his name; then he carefully tears the squares 
apart and drops them all in a hat. 

A spectator is invited to shake the hat as much 
as he pleases; yet when the magician reaches into 
the hat, he immediately produces the paper with the 
name upon it, ; 

He does this, even though he is blindfolded, or 
the hat is held above his head. 

It will be noted that as the slips of paper are 
small, they are not folded when they are dropped 
into the hat. Therein lies the secret of the mystery. 

Every one of the slips of paper, with the excep- 
tion of the one that bears the name, has at least 
179 
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one smooth edge. This is because the name is writ- 
ten on the center slip, which has four rough edges. 
Then it is not difficult for the magician to pick out 
the written slip, depending upon the sense of touch 
alone. 

He has only one chance in nine—but he can win 
every time! 


Tue Macic Brow 


The magician rests a book upon the table, and 
upon it stands another book. Both books are quite 
heavy, yet he states that he can knock oyer the top 
book by the force of his breath! : 

This sounds impossible, and it would be, if the 
magician blew directly upon the book. But just 
before he is ready, he sets both books upon a large 
paper bag. Then he blows into the paper bag, in- 
flating it, and that upsets the upper book. 


A Paper SNAKE 


This paper snake is formed from the outer wrap- 
ping of drinking straws—thin paper which comes 
in envelope form, and keeps the straws clean. 

The paper covering is broken at one end, and 
then it is slid down the straws, telescoping as it goes 
along, until it forms a short pleated tube about two 
inches long. 

When the short tube is laid upon a plate, it begins 
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_ raising its head, and becoming very wiggly. a 

To make the “snake” act in this life-like manner, 

the magician must first pour a few drops of water 

on the plate. When the paper tube is set upon a 

water-drop it begins to absorb water, and immedi- 
ately comes to life. 
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The magician takes two small pieces of paper, one 
red and the other blue. He opens two small metal 
boxes—of the type that contain thumb-tacks—and 
he places the piece of blue paper in one and the 
piece of red paper in the other. 

He covers the boxes for a moment, and when he 
opens them, he shows that the red and blue papers 
have changed places. 

The papers do not change—but the colors actually 
do; therefore the trick is quite effective. In one of 
the little metal boxes there is placed a very small 
quantity of vinegar, or some acid; the other con- 
tains a little liquid ammonia. 

The paper used is linmus paper, which is obtain- 
able at any drug store, where it can be purchased 
very cheaply. The blue paper is dropped in the 
box containing the vinegar; the red paper is dropped 
in with the ammonia. The chemical action of these — 
_ liquids on the litmus paper causes the red to change — 

to blue and the blue to red instantly. 
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The magician makes nine paper balls from tissue 
paper—three red, three white and three blue. 

He also uses three hats. He puts a red ball in 
the first hat, a white in the second and a blue in 
the third. He repeats this, so that one hat contains 
three red balls, another three white, and the third 
three blue. 

But when the hats are turned over, each one is 
seen to contain a red, a white, and a blue ball! 

A bit of easy manipulation is necessary here. The 
hats will be termed 1, 2, and 3. 

A red ball is apparently dropped in hat 1, but it 
is scooped up and held concealed in the fingers of 
the hand. 

A white ball is apparently dropped into 2; but 
it is retained, and the red is dropped in. A blue is 
picked up, and secretly retained, while the white © 
falls in 3. 

A red ball is apparently dropped in 1, but is re- 
tained and the blue drops in. A blue is apparently 
dropped in 3, but the red goes in. A white appar- 
ently goes in 2, but the blue is really dropped in. 

A rec is dropped into 1, and the white is let fall 
with it. A white is dropped in 2, and a blue is 
dropped in 3. 

‘These moyements are not difficult to perform as 
the balls are small. The trick should be practiced 
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with the paper balls, and it will prove very easy to 
follow. 
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THe PAPER RIBBON ‘Trice 
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Many persons hate heard of or have seen the 
trick in which a magician apparently eats a quantity 
of paper and then produces it in a long ribbon from 
his mouth. 

The trick is not at all difficult to perform. All 
that is needed is a small coil of paper ribbon, sold 
at many stationery stores as “throw out coils’ for 
banquets and dances. ‘The magician has a few slips 
of tissue paper of the same color as the ribbon, and 
the ribbon is held beneath the tissue paper. 

In taking the paper in the mouth, it is easy to 
introduce the paper coil without detection. The 
tissue paper is rolled up by the tongue and held at 
the side of the mouth, while the ribbon is drawn 
out, starting from the center of the coil. This is a 
very surpr ising and amusing trick. 


AAA “ 
THe MessAGE ON THE CARD 
AAAALeRATes 


A small card is placed in an envelope. The en- 
velope is sealed and girded with a broad rubber 
band. 

Then some figures are written in a column. Some- 
one is asked to add them up while the magiciay 
writes a person’s initials on the envelope. He lets 
the person hold the envelope. 

When the total of the figures is added, the person 
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| opens the envelope, and takes out the oe There © 
__ is the answer on it! 

The envelope has a small vertical slit in the 
center of the face—an opening that is almost as 
'_ wide as the rubber band. The card is put in, and 
the band is put around the envelope, hiding the 
hole. 

The magician watches the column of figures— 
which should be single figures, and mentally adds | 
the total. While someone is adding up the total, 
he puts the initials on the envelope, and this gives 
Ba! him a chance to push the band aside with his left 
thumb and write the total in small figures on the 
card. 

The person who holds the envelope sees nothing 
wrong because of the rubber band. As soon as he 
has removed the card, by tearing the end of the 
envelope, the magician takes the envelope and care- 
lessly tears it down the center, destroying traces of 
the opening. 





wt 
i} 
Bo} 
i 


REDD ACUAAUEES TEA EAA AREER TEASED 


THE PAPER LADDER 

ws nse Meee 
b Roll a piece of paper into a tube. Add another 
i piece of paper, making the ends overlap and con- 
if tinue thus until with several sheets of large paper 
a thick tube has been formed. 
* Tear the paper crosswise at the center—half way 
through. Then tear a slit down, and a slit up—a 
distance of a few inches. 
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Press the paper flat, so the two flaps are at the 
top. Bend them back, hold the ends and draw out 
the center of the roll, making a large and orna- 
; mental ladder. 
This is shown in Figs. 1, 2, and 3. 
The trick is very effective when several sheets 
of stout paper are used—all of different colors. 
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The magician shows three plain cards: one red, 
one white, and one blue. He drops them in a bor- 
rowed hat. ; 
a Then he takes out the red card and the white 

, card. He puts them in his trousers pocket. 

“What is the color of the card in the hat?” he 
asks. ; : 

“Blue!” is the reply. 

The hat is turned over, and the red card is found 
in the hat while the blue and white are taken from 
the pocket! 

The supposed blue card used in the trick is blue 
on one side only. On the other side it is red. But 
as the magician shows only one side, the audience 
naturally supposes that they see a red card, a white 
. card, and a blue card. 

As soon as the cards are in the hat, the magician 
turns over the “blue” card, and brings it out so 
that the red side shows. Then he follows with the 
white card, carelessly showing both sides. 

‘These cards are placed in the pocket and the 
red card is found in the hat. In his pocket the magi- 
cian has a real blue card which he draws out with 
the white one, and he throws those two cards on 
the table. ; 

If he wishes, he can push the red and blue card 
up into the top corner of his pocket and carelessly 
turn the pocket inside out. 5 


eg 
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PENETRATING PAPER 
PRADO ON 0880004509848 8 58088 FFE 


An envelope is used in this trick—one of the 
type that opens at the end. Also a piece of stout, 
colored paper that is nearly as large as the envelope. 

‘The magician pushes the paper into the envelope, 
and holds the envelope in front of the light to 
show the paper within. Then, in plain view, he 
pushes a pencil through the envelope and the paper, 
and after it a piece of ribbon. But when he pulls 
out the sheet of paper, it is uninjured! 

Method: The envelope has a slit (cut with a 
sharp knife or safety-razor blade), near the center. 
When the paper is pushed in it goes through the 
slit. 

The other side of the envelope is held in view 
and objects are pushed through by the right hand, 
The left fingers hold the envelope and they bend 
back the piece of paper so that it is not injured. 
Then the paper can be removed from the envelope 
and shown, while the envelope is torn and tossed 
away, because it is of no further use. The tear is 
made at the slit. 

VARA EHH OTHE HEED 
Tue Paper Bac 
POA HHT 

‘This is a trick of paper tearing. 

A piece of paper is folded diagonally and diag- 
onally again, making a triangle. Then it is cut with 
alternate slits. (See Fig. 1.) 
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The paper is opened, and turned inside out. The 
corners are held and the center is pulled down, the 
result being an ornamental mesh-bag. (See Fig. 2.) 


Muttiptyinc Paver BALLs 


This is an impromptu form of the “Multiplying 
Ball” trick which is very effective when properly 
presented. 

The magician rolls a piece of paper into a tight 
ball, and squeezes it very compactly. He holds it 
between the ups of his thumb and forefinger, and 
suddenly it doubles, another ball appearing be- 
tween his first and second finger. 

He throws the balls on the table; picks them 
up, and puts one between his thumb and forefinger 
and the other between his second and third fingers. 
This time another ball appears between them. ~ 

There are three paper balls at the outset. Two 





eft hand, while the other ball is formed in plain 
view. One of the hidden balls is added to it, and 
the two are held as one. By simply lifting up with 
the second finger, the second ball is made to appear 
beside the first. The balls are thrown on the table, 
and one is picked up with each hand. While the 
right hand adjusts its ball between the second and 
third fingers, the left hand adds the hidden ball to 
the first one, and the two are put between the 
thumb and forefinger of the right hand. A lift up 
with the right second finger, and the third ball 
comes into view. 


PAA ES ENON AEE DE NENA TERETE 


WHAT's ON THE PAPER? 
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‘This is an interesting and amusing ‘“‘catch,” 

The magician tells a person to write anything 
he chooses on a piece of paper, and to fold the 
paper and put it on the floor. To prevent the magi- 
cian from seeing anything, the person is told to 
put his foot on the folded paper. 

The magician announces that although he can- 
not, see the writing, he can tell exactly what is on 
the paper, if the person wishes him to do so. 

“All right,” says the person who wrote the mes- 
sage. “Tell me, what's on the paper?” 

“Your foot,” replies the magician—and the spec- 
tator must admit that the reply is correct! 












_ RICKS with rings cover a wide range, for there 

are rings of all sorts and sizes. The rings re- 
quired for the following experiments are all easily 
obtained. Tricks with Chinese coins come under the 
head of ring tricks, and in such cases as they are 
required, plain metal washers may be used instead 
of the Oriental cash. 


Poe PHantom RING 

AAA AAA AAA 

A metal ring, some three inches in diameter, is 
employed in this trick. The ring is given for thor- 
ough examination. Then the magician allows his 
wrists to be tied with cord, leaving a length of string 
between the wrists. He takes the ring, turns his back 
for a few moments, and then shows his hands again, 
The ring is on the string between the wrists! 

Two rings are used in the trick. They should be 
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sufficiently large to pass over the hand and on to 
the wrist. Large bracelets may be used, but solid 
metal rings may be bought cheaply at a hardwaré 
store. One of these rings is on the performer’s arm, 
under his sleeve. He exhibits the other ring, and as 
soon as his hands are tied, turns his back or steps 
out of sight. He quickly drops the examined ring 
into his pocket and lets the duplicate ring slide 
down his arm, oyer his hand, and onto the string. 
Then he steps out and shows that the miracle has 
been accomplished. 


DROROOTA04008 000000000004 00069201090% 
‘THe Improven PHANTOM RING 


PARADOR 180010000004 

The effect of this trick is the same as that of the 
last, but the ring is made of pliable rubber. A ring 
of this type is used with certain makes of vacuum 
cleaners, and costs very little. It will stand minute 
inspection, for it is unprepared. 

This is the only ring used. When the magician 
turns away, he slides it over his hand, and pulls it 
under tie loop of string that encircles his wrist. 
The string is then on his arm, and can be slipped 


over the hand and onto the wrist. 
PAA )1199" 


RinG ‘Trep ON STRING 
PARADA 
The effect of this trick is the same as the effect 
of the last; but a ring of any size may be used, 
and the ring is actually tied on the string between 
the wrists. 
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‘To accomplish this, gather up a loop of string 
between the wrists, thrust it through the center of 
the ring, and push the loop under the string that 
encircles the left hand. Then draw the loop over 
the left fingers and again push it under the string 
that encircles the left wrist. Once more pull the loop 
over the left fingers, and the ring will be tied on 
the string. 

There should be plenty of string between the 
wrists. With a little practice the various movements 
can be effected in a very few seconds. 

‘ NLL DE EARN WANA OHRACAE ED WAY OD Oe 
‘THe RING AND STRING 

AAA 

‘This is a simple trick, and one that can be per- 
formed very rapidly. Make a loop of string and 
thread a ring on it. Ask a spectator to extend his 
forefingers upward, and slip one end of the loop 
over each finger, so the forefingers hold the string 
with the ring between them, The problem is to 
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remove the ring without taking the string from the 
person’s fingers. 

To do this, take hold of one string to the right of 
the ring, and slip the string over the person’s right 
finger, which will be to your left. Immediately re- 
move the loop that was already over the right finger, 
and the ring will fall off, but the string will still run 
from finger to finger. 


THe RING ON THE FINGER 


In this trick, the magician’s hands are tied be- 
hind his back, the wrists being firmly bound to- 
gether. A finger ring is placed between the magi- 
cian’s teeth, and he steps behind a screen or out of 
the room. The spectators call out and designate 
one of the magician’s fingers, or thumbs, and a 
moment later he appears, with the ring on the 
chosen finger, but with his wrists still firmly tied. 

Method: As soon as he is out of sight, the’ magi- 
cian swings his hands as far to the left as he can 
get them, so that the right hand is palm up. By 
turning his head to the left, he can let the ring 
drop from his teeth into the right hand. It is then 
an easy matter to slip the ring on any finger. 


“ 


THe RELEASED RINGS 
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A ring is looped on a string, in the center. Then 
several other rings are dropped over both ends of 
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the string, so that they slide down and are caught 
: by the bottom ring. Some person holds both ends 
. of the string, and a handkerchief is thrown over the 
A rings. The magician immediately reaches under the 
cloth and removes the rings! 

The secret lies in the manner in which the first 
ring is ‘tied’ to the string. The two ends of the 
i string are first pushed through the center of the 
ring. They are then run back through the loop at 
n the center of the string, and the string is drawn 

tightly against the ring. To all appearances, the ring 
is tightly affixed to the string, but by taking hold of 
the loop and drawing it down the sides of the ring, 
the magician can release the ring. This is done 
underneath the cloth, and, of course, the other rings 
drop off when the supporting ring is removed. 


‘THE “VANISHING” RING 
; wns nies 
The “vanishing” of a ring is not a difficult prob- 
lem. Simply have a plain ring sewn in the corner 
of a large handkerchief. Borrow a ring and put it 
under the handkerchief. At the same time push up 
the corner of the handkerchief so that it may be 
gripped through the center of the cloth. Any per- 
‘9 son may take hold of the ring and satisfy himself 
that it is there, but he is holding the duplicate ring, 
while your hand calmly goes away with the original. 
_ When the handkerchief is shaken out, the ring will 
have vanished completely. 





WAAetieesiisteerri en errerrrtsesetnseneinteee 


THe RING FROM THE STRING 
PROC 0 HOHE 91) 09 
‘This is one of the best of ring tricks. Preferably 


it should be performed with a Chinese coin or a 

washer, but a ring may be used. 

ie The ring is threaded on a string, and the ends 
are held by two persons. Then a cloth is thrown over 
the ring. You reach under the cloth, and remove 
- it a moment later, showing the ring is now tied to 
the string. Then, while the ends of the string are 

- still held, you take the ring right off the string! 

_ Two rings are used in the wrick. The duplicate is 
concealed in the right hand. In reaching under the 
cloth, the hands gather a loop of the swing and push | 
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it through the center of the loose ring. Then the 
loop is spread over the ring so that it is temporarily 
held to the string. 

The left hand covers the original ring, which 
should be to the left of the duplicate. The right hand 
removes the cloth and everyone sees the duplicat« 
ring, which they think is the original. At this point 
you carelessly slide your hands along the string to 
the ends, and momentarily take the ends away from 
the spectators so that you can hold the string up 
higher. You immediately put the ends back in their 
hands. This little procedure has, however, enabled 
you to draw the original ring right off the end of 
the string. While your left hand pockets the original 
ring, along with the handkerchief, the right hand 
mysteriously removes the ring from the center of 
the string. 


THe Droprine RING 


This experiment may be worked with a finger 
ring or a napkin ring. Take a circle of string and 
push one end through the center of the ring; then 
push the opposite end through the loop thus formed. 

A reference to the diagram will show how the 
string appears. Let two persons take hold of the 
string at the points marked X and Y, while you hold 
the loop Z. When they pull the ends taut, the string 
will be held in three ways. 
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Have your other hand below the ring and say, 
“Pull.” As the persons pull on the loops, let go of 
the loop you are holding, and the ring will drop 
into your outstretched hand, 
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_ Mette 8ttt ttt erste 
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The eflect of this trick is identical with “The 

_ Ring from the String,” but a ring, or washer, of 

_ cardboard is utilized instead of the metal article. A 

duplicate ring is used and is threaded on the string; 

_ but the original ring may be torn off and carried 

away when the handkerchief is removed. thus elim- 

_ inating the subterfuge of sliding the hands along and 
off the ends of the string. 
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INSTANTANEOUS APPEARANCE OF SIX RINGS | 
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tight hand, with the palm towards the audience, ~ 
The hand is obviously empty, but when he grasps 
in the air, he instantly catches half a’ dozen Chinese 
coins, which are tossed from hand to hand, and 
finally given for inspection. 

The coins are first stacked together. A thread, 
white or pink, is then run’ through their centers, 
and tied in a loop. The loop should be long enough 
so that when it is slipped over the right thumb the 
coins will hang out of sight behind the hand. 

With the coins in position, the palm of the hand 
may be shown quite empty, the thread being invisi- 
ble at a distance of a few feet. Swing the hand up- 
ward, and tilt it slightly forward. The coins will fly 
over into the hand, where they are caught in the 
fist. 

The coins may be tossed from hand to hand 
without breaking the thread, or they may be 
“vanished” from the right hand. This is done by 
letting the coins lie on the palm of the hand. Then 
the left hand covers the coins, and the left fingers 
push them over and_in back of the right hand, 
where they hang out of sight, while both palms are 
shown. ‘Then the coins may be caught again, and 
this time, the string is broken when the coins are 
passed from hand to hand, so the coins may be given 
for inspection. 
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/ we arr of modern magic requires the produc- 
tion of apparently supernatural effects through 
the application of natural methods. So, for many 
years, magicians have been performing tricks which 
closely resemble so-called psychic phenomena. 

It is a well-known fact that there are many fakers 
who pretend to produce genuine manifestations, yet 
who are really making use of tricks that are known 
to most magicians. 

The following chapter explains a number of 
tricks of this type—tricks which are quite mystifying 
and highly entertaining, when shown as part of a 
magical performance. The chapter has nothing what- 
ever to do with the pros and cons of psychic 
phenomena. That is a subject that must be care- 
fully studied and thoroughly investigated in an 
open-minded manner, for a great many good argu- 
ments have been presented on both sides of the 
question. 
199 
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“Tue Tarep SLaTes 


FRUEVEDVA GARAGE VES EW ADA 00000808011 
Two slates are bound with a piece of tape, which 
runs crosswise abeut them. The surface of one 
slate is marked with a figure 1; then the slates are 
turned over and the other is marked with a figure 
2. The slates are untied, and the inner surfaces are 
shown, one being marked 3 and the other 4. Then 
the slates are tied together with the tape. When 
they are untied, a message is found between them, 
written on one of the slates. 
Re The message, or written word, is on ‘fie slate 
cs at the beginning. It is on the side of the upper 
slate marked 1. It is written lengthwise along the 
slate with a sharp chalk or slate pencil, and the let- 
| ters are just small enough to be concealed by the 
ae ribbon which is around the slates. 
When the tied slates are shown and the outer 
> surfaces are marked | and 2, no one supposes that 
the ribbon hides anything. When the slates are un- 
bound, the side marked | is laid down on the table, 
the side 2 being up. Thus side 2 is seen; that slate is 
turned over and the inner sides are marked 8 and 4. 
Then one slate is laid with side 2 up; and the other 
slate is placed upon it, so that side 1 comes over side 
2, while 3 and 4 become the outsides of the slates. 
‘The slates are tied up in the tape, which is later 
removed and the message is found. The letters of 
Be the message appear much higher than the width of 
the ribbon, 
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‘The trick may be performed with two slabs of 
cardboard, the message appearing in ink. 





Coe Tourer Speirtr SLATES 


This is a stock item among magicians, but it is 
usually performed with two slates. The addition of 
the third slate is a great improvement. 

The magician shows both sides of three slates. 
‘Then he asks that one slate be chosen. This slate 
he discards, tucking it under his left arm. He num- 
bers the other slates 1 and 2, and places them to- 
gether with the numbers on the outside. When the 
slates are taken apart. a message appears on the 
inner surface of one slate. The slate is given for 
examination, and the other slate is also handed for 
inspection. j 

Beside the slates, a black flap is used, made of 


~ silicate or of cardboard. It lies on one of the slates, 


and covers the message, which is written previously. 
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The flap is just the size of the slate minus the frame. 
so it hides the message perfectly. 

When the magician shows the three slates on both 
sides, he asks that one be selected. If it is not the 
flap slate, he puts the chosen slate under his left 
arm saying that that slate will be eliminated. If, 
however, the flap slate is chosen, he says: “I will use 
this slate, and one of the others. Which of the other 
two slates do you choose?” 

Thus one of the two odd slates finds its way 
under the left arm. 

The flap slate and the unprepared slate are placed 
together and they are turned over, which lets the 
flap fall on the unprepared slate. ‘The slates are 
laid on the table, and the upper slate is turned 
over, showing the message. The flap lies on the blank 
slate. 

Without hesitation, the magician pushes forward 
the slate with the message. Then he picks up the 
blank slate with his left hand, and with his right 
hand, takes the third slate from under his left arm. 
He sets the third slate on the slate that has the flap, 
and turns the two slates over, thus transferring the 
flap to the odd third slate, which is immediately 
replaced under the left arm. ‘Then the second slate, 
rid of the flap, is laid on the table for inspection. 

“Getting rid of the flap” is considered the most — 
difficult part of the slate trick. This method makes 
it very easy, and enables the magician to walk away 
with the flap on the innocent third slate leaving — 
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_ the two numbered slates in the possession of the ¢ 

audience. : 

PAV WAA99 0900 009005000000000000000000000000000000480444 
‘THe Spirre NAME 
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‘This is a wick that requires careful observation. 
After it has been tried a few times, it seldom fails 
to work. 

_ Tell a person to think of a spirit name—of some 
celebrity, if he wishes. 

Then tell him that he is to write down a list of 

“names on a sheet of paper, and somewhere in the 
list he must place the name upon which he is con- 
centrating. Eight or ten names will be enough. Be- 
fore beginning, he should determine mentally at 
what number he will write the chosen name. 

‘The person writes down the names, while you 
are looking on. When he has finished, you hold his 

-hand and look at the list. Then you immediately 
pick out the spirit name of which he was thinking. 
* Method: While the person is writing down the 

~ names, he will generally hesitate to think of what . 
name he will write next. But when he comes to the 
point where he has intended to write the chosen 
name, he will write it without hesitation. Thus you F 
can tell which name is the chosen one. fe 
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The magician holds both his forefingers in front 


of a person’s eyes, and tells the person to close his 
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eyelids. Then the tips of the forefingers are set 
against the eyelids. 

“Can you feel both of my forefingers?” asks the 
magician. 

“Yes,” is the reply. 

“Then,” says the magician, “since both of my 
hands are occupied, I will call upon a spirit hand to 
aid me.” 

At this instant an unknown hand brushes the ~ 
person’s hair, and taps his forehead. The magician 
immediately removes his hands and the spectator 
may open his eyes. But no one else is nearby, There 
seems to be no explanation of the spirit touch. 

This trick is done very artfully. As soon as the 
person shuts his eyes, the magician extends the first 
two fingers of one hand, spreads them and places 
one against each of the person’s eyelids. This leaves 
the magician’s other hand free to act as the spirit 
hand. When the fingers are removed from the eye- 
lids, both hands are held with forefingers extended. 


Contacr TELEPATHY 


‘This is an. interesting experiment performed by 
two people. One acts as the transmitter of thoughts, 
He is told a number, while the receiving person is 
out of the room. Then the transmitter is seated in 
a corner, with his back towards the room. The 
receiver is brought in, blindfolded. He is allowed to 
place the tips of his forefingers upon the temples 
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of the transmitter. A few moments later the receiver 
announces the number! 

There is no mind reading to it. The transmitter 
signals to the receiver by a very artful system. By 
simply tightening his lower jaw, the transmitter 
causes his temples to press slightly against the 
receiver's forefingers. In this manner the receiver is 
informed of the number. Suppose the number was 
153. The transmitter would press his jaw once, 
signifying one; then after a slight interval, he would 
make five presses; then another interval, and three 
presses. Thus any number of moderate length can 
be “transmitted” quickly and undetectably. 

Ten presses signify zero. 

Rare 
Improven ENveLorr Trsr 
Avner 

This is the most effective of all sealed envelope 
readings. ‘Take a few envelopes and glue them to- 
gether. Cut out a space in the center of the envelopes 
large enough to hold a small tobacco tin. The tin 
contains a sponge, saturated with alcohol. 

A number of genuine envelopes are placed upon 
the dummy stack, and, of course the bottom envelope 
of the dummy pile is complete. Thus the hidden 
sponge cannot be seen. 

A number of envelopes are given out, with slips 
of paper. Names are written on these slips which 
must be inserted, writing down, in the envelopes. 
The magician gathers up the envelopes, and adds 
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them to those he still has, so that the envelopes 
containing the questions come directly on top of the 
alcohol sponge. 

The magician then draws out the lowermost of 
the question envelopes and holds it to his forehead. 
The alcohol renders it transparent and the magician 
can read the name or message that is within. This 
is repeated with all the remaining questions. The 
envelopes should be laid on the table, leaning 
against a lamp, which will quickly dry the alcohol, 
and make the envelopes opaque once more. 
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A name is written on a slip of paper, which is 
put, written side down, into an envelope. The en- 
velope is sealed. 

Holding the envelope to his forehead the magi- 
cian instantly names the written name. 

Method: A flap is cut in the face of the envelope. 
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This side of the envelope is down, so the cut is not 
seen. When the message is inside, the magician raises 
the envelope to his forehead. At the same time his 
thumb lifts up the flap and he sees the written name. 


ecereveccecete tC Ceereceetttteetreeerrertcrer ST SerterrrT 
Tur Great Rorr Tin 
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‘The magician is seated in a chair behind a screen. 
His arms are crossed, ropes are tied about his wrists, 
and the ends of the cords are fastened to the chair 
rungs. 

As soon as everyone has left him alone, bells, 
placed beside the magician, begin to ring. Articles 
are tossed over the screen. But a half-minute later. 
when the magician invites people back to see him, 
he is tied as securely as before. He must be untied 
to be released. 

The magician does not escape from the ties at all, 
but he does release himself sufficiently to ring the 
bells and throw things from behind the screen. By 
sliding down in the chair, the magician can raise 
one arm over his head, and can then slip under the 
other arm. Thus he is partially free. After ringing 
the bells, he slides back into the ropes just as he was 
before. As the ropes have not been tampered with, 
the inference is that some unseen force, and not 
the magician, rang the bells. 

The magician can also tie a ring on the string, 
as an additional effect. (See “Ring Tied on String,” 
page 191). 
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Pocker Spirir SLATES 
PAPAL CM AADAC ERATE AGA EAN AAA 
This is an excellent effect that can be shown 


anywhere—a great advantage for a trick of this type. 

. Two miniature slates are used. They are about 
two inches long by an inch across. They are shown 
blank on both sides; then they are placed together 
and encircled by a rubber band. 





When the slates are opened, writing is seen on one 
of them. After the message has appeared the slates 
stand a close examination. 

‘These slates can be made easily from cardboard, 
using several thicknesses of colored cardboard for: 
the borders. But besides the slates, a “flap” is re- 
quired, as in the case of the standard spirit slate 
trick. The flap is a loose piece of black cardboard 
which covers the message written on one of the 
slates, and makes the slate appear blank. 

With these miniature slates, anyone can dispose 
of the cardboard flap without difficulty. The unpre- 
pared slate is shown on both sides. Then the pre- 
pared slate is shown and is laid on the left hand with 
the flap side down. The right hand picks it up and 
places it upon the unprepared slate. This action 
leayes the tiny flap behind in the left hand. The left 
hand immediately goes to the pocket and brings 
forth a rubber band to gird the slates. ‘Thus the flap 


is secretly left in the pocket. 


Another system is to wipe off the slates with a 
handkerchief, taking the tiny flap away with the 
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handkerchief. The flap simply drops in the cloth 
where it is easily concealed. 

The slates are not necessarily limited to the size 
mentioned; they may be between three and four 
inches long and from two to three wide. 

Very neat slates may be made from black fibre, 
with red fibre borders. Standard slates are not, of 
course, made in so small a size. 


SINGLE Sprrit SLATE 


In this method, a message is obtained on a single 
slate, of fairly large size. It is shown blank on both 
sides and is placed in a paper bag. When it is 
removed, the message is on it; and the bag is crum- 

_ pled and thrown away. 

A flap is used; but it is made of a sheet of black 
tissue paper, which is not transparent. A message 
is written on one side of the slate, and it is covered 
with the tissue paper flap. 

Both sides of the slate may then be shown; when 
the slate is put in the bag, the tissue paper falls 
off. When the slate is removed, there is the message, 
and the bag is easily rolled up and thrown away 
carrying the paper “flap.” 

Care must be taken to keep the paper covering 
on the slate while the slate is being shown. A few 
dabs of wax or soap will help this; but too much 
adhesive should not be used, otherwise the paper 
cannot be pushed off easily. The fingers can help to 
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remoye the paper when the slate goes in the bag. 
Carbon paper makes an excellent substitute for 
black tissue. 


Tue Spirir Bei 


The magician shows a small bell with a handle. 
He holds a cloth in front of the bell, and the bell 
mysteriously rings. 

The bell has a hole in the handle, through which 
runs a piece of black thread. ‘The ends of the thread 
are attached to corners of the handkerchief. When 
the handkerchief is held in front of the bell, and the 
upper edge of the cloth is drawn taut, the bell will be 
raised, and will begin to ring, when the magician 
shakes the cloth slightly. 

The ends of the thread should be but loosely 
tied to the handkerchief so that when the magician 
withdraws the cloth he can detach the thread and 
let it run free of the bell. 

Another method is to have a tiny hook or pro- 
jection on the bell handle. The thread engages this 
when the handkerchief is placed in position, and 
the bell is easily released later on. 

LPAI PA ALORA DE AAPA BWANA WA ARAVA AEA ARAA y 
“Tue Sprrir GLoTu 
PPALEAPRAPANAUWDW AAU WIA WORRY VUATAAANALE AED 

This is another method of making bells ring 
behind a cloth; but besides the bell, articles are 
upset or tossed in the air by an unseen force, — 
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The trick must be worked quickly, as will be 
evident from the explanation. 

On the upper right corner of the cloth, there is 
a bent pin. The magician stands to the left of the 
table upon which the articles are placed. He stretches 
out his right hand holding the cloth before the 
objects. ‘Then he shows the other side of the cloth 
by extending his left hand and bringing his right 
hand in against his left shoulder. This allows him 
to quickly hook the corner of the cloth on the left 
shoulder of his coat. he cloth remains taut because 
of the extended left hand; and the right hand is 
free to manipulate the objects behind the cloth. 

Then the right hand comes back to its corner, 
detaches the hook, and the cloth is shown held 
in both hands, as at the outset. ‘The temporary 
release of the right hand cannot be observed from in 





front. 

AAAAANET ie rettetteetettnitisetseeetretteeteet 
CHOOSING A QUESTION 

AANAerenerenerereeeeetttteTaiett 


In having messages appear upon slates, the magi- 
_. clan must often decide upon something to write, 
For example, he can have the audience choose the 
name of a great man, and then the name appears 
upon a slate. 

Or he can simply write something and seal it in 
an envelope; then he lets people select one of several 
cards with different names written thereon, and the 
chosen card will bear the name that the magician has 
written on the card in the enyelope. 
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But how is the proper card chosen? That is done 
by means of a small bag, in which the magician drops 
cards bearing different names. The bag is easily made 
at home. It is like two bags sewn together—or better, 
an ordinary cloth bag with a cloth partition in the 
center. In one side are several cards all bearing the 
same name. When the magician holds the bag open, 
he spreads it so the secret side is not disclosed. ‘The 
varying cards are dropped in, and the magician re- 
opens the bag so that the secret pocket is now in 
view, and when anyone takes a card it must neces- 
sarily bear the desired name. : 


A Spirir ANSWER . 


The magician brings out a book, and asks a per- 
son to insert a card anywhere he chooses, in the 
book, thus determining a certain page. 

A sealed envelope is handed to a spectator and 
then the book is opened at the indicated page. A 
person is told to read the first line. 

‘The envelope is opened and inside is a card bear- 
ing the very words that the person has read! r 

Method: The book used must have a plain cover. 
‘The magician chooses a page and writes its first line 
on a card which he seals in an envelope. Then he 
inserts a card at that particular page of the book, 
but when he carries the book, his hand hides the 
projecting card. 

A spectator thrusts a card in at the opposite end of 
the book. While he is handing the envelope to a 
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person, the magician calmly turns over the book, 
revealing the other end, with his own card project- 
ing. The spectator thinks that it is the card he in- 
serted, and he opens the book at the right page. 
‘The magician, of course, secretly removes the spec- 
tator’s card during the opening of the book. 


Spirit TABLE LirTinG 
APOE 06 0000001000044 

‘This is a simple method whereby a table may 
apparently be lifted several feet in the air. A light 
table must be used. 

People sit around the table and rest their hands 
lightly upon it. The magician presses forward on 
the table and inserts his foot beneath one leg. He 
presses with one hand directly over the leg, thus 
forming a clamp. When he raises his toe, the table 
will rise mysteriously. When the magician pushes it 
away from him, it will fall. The foot and the hand 
act as a sort of clamp that holds the table firmly. 
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VEADAVAR TLD SAAASAASAAAAOS 


One Hanp Taser Lirtinc 


The magician places his hand upon a light table, 
and when he lifts his hand, up comes the table. It 
may be raised to a height of several feet. 

Then he places a handkerchief over the table; and 
puts his hand on it, but again the table comes up, 
although the presence of the silk handkerchief would 
seem to make any contact impossible. 

Method: There is a small tack on the top of the 
table. The magician wears a ring, which has a small 
slot in it. (The ring may be a plain one, painted a 
flesh-color. An ordinary finger-ring, however, does 
not appear suspicious.) 

The hand is placed on the table and the ring en- 
gages the tack. Lifting the table is then an easy 
matter. When the silk handkerchief is placed upon 
the table, it makes no difference. The ring engages 
the tack through the silk, At the finish, the magi- 
cian pries out the tack with pressure of his hand, 
and lets‘the handkerchief fall over his hand. In re- 
moving the handkerchief he takes the ring also, so 
no trace remains. 


000000000 0000000000000 00000000040000000410088 

A Spirit QuESTION 

O80 0080100000000 0000000090009 
A person is invited to write a question, fold it, 

and put it in a match-box, which the magician lays 

on the table. 
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He seats himself at the table, holds the match-box 
to his head, and slowly gives an answer to the written 
} question. : 
4 Method: The magician obtains possession of the 
question by using a special match-box. A hole is cut 
in the bottom of the box and in the drawer, at one 
end. 

‘The box is opened slightly at the other end, and 
the question is dropped in. When the box is closed 
the question falls through the bottom into the 

_ magician’s hand. 

. He sits at the table, and with one hand beneath 

| the table, opens the folded paper and reads it while 
he is holding the box to his forehead. Then he folds 

the paper again, and after he has answered the 

; question, he finds an opportunity to push it back 
into the box. 

| PRAIA 81 
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A Spirrr Gone 
RAW 


‘ The magician holds a metal gong in his hand, 
using a looped handkerchief as a handle by which 
to hold it; or he can use a glass bowl, with a hand- 
kerchief looped around the base. 

In reply to questions, the gong rings mysteri- 
ously: once means “‘no’’; twice means “yes.” 

The magician has a quantity of small shot in his 
hand. Each time he wishes to make the gong ring, 
he lets one ball of shot fall from his hand. ‘The shot 
is not seen, but it makes the gong ring. 
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C Sy eae 


MystE s ANS\ 


The magician tells people that they can write 
questions and fold them up, while he is out of the 
room. Then he comes into the room and touches 
each person's forehead. This, he says, gives him their 
thoughts. He sits down, opens a book, and reads a 
few lines. Then he answers one of the questions. 
He repeats this, first reading and then answering 
questions until he has answered practically all olf 
the written questions. 

Method: The magician has a confederate—or two, 
if many people are present. The confederate pre- 
tends to write questions, but instead he watches what 
other people are writing, or listens to the other 

' people talking over questions, and on his paper he 
writes the names of people and the questions they 
are asking. When the magician enters and walks 
among the people, the confederate secretly drops 
the information in the magician’s pocket; or he can 
place it in the pages of the book the magician in- 
tends to use. When the magician opens the book 
he gains the necessary information. Of course he can 
also answer an imaginary question which the con- 


federate will claim to be the one he wrote. 
O00 0909900999990 


Tue Mystic Rinc 
0000010000000 0000 00000009090000000900004 





¢ A metal ring is laid upon the table. It is about the — 
size of a large bracelet. 
The magician turns out the light with one hand 
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and immediately grasps the person’s hand with his 
other hand. ‘Then he states that in a few seconds the 
ring will mysteriously leap on to the person’s arm, 
although that would seem impossible, as the magi- 
cian is holding the person’s hand. 

Suddenly the person feels the ring. The magician 
turns on the light and there is the ring, on the per- 
son’s arm! 

Method: As soon as he turns off the light the 
magician seizes the ring with his free hand and lets 
it slide on to his wrist. 

Then he seizes the person’s hand, and a little 
while later he tilts his hand so that the ring slides 
off his wrist on to the person’s arm, passing over 


both hands, 


x 
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Voatreeeerss 


A CLever Siate Writinc Trick 


This method of slate writing requires nerve; but 
when properly performed it is very mystifying. 

The magician writes a few words on a slate and 
then rubs them off. He asks for a question, and in 
order to visualize it, he writes it slowly word for 
word on the slate. 

Then he rubs it off again, and lays the slate on the 
table, with the chalk upon it. 

A few minutes later he turns over the slate and 
there is the answer to the question written on it! 

Method: When the magician slowly writes the 
question, he really writes a suitablé answer, and only 
pretends to rub away the writing. He lays the slate 
with the writing side down, and of course when it is 
turned over the answer is found on it! 


ee s VEE tan seLenienaeas 
Minp READING 

In this trick the magician employs a “medium” 
who is seated across the room, and is blindfolded. 

The magician states that he can send thoughts 
of various objects to the medium by picturing 
them. He asks persons to have the objects ready, 
such as coins, rings, pins, etc. 

Then he walks around touching the various ob- 
jects, and as he touches each one, the medium names 
it. 
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_ This is done by having a rotation of objects, such 
as ring, coin, pin, watch, shoe, glasses, book, match- 
_ box, etc. The magician touches these in the mem- 
orized order, so that as he says “Name this,” the 
medium knows what to say. Various objects, such as 
books and match-boxes, can be lying around where 
the magician can hold them up if they are not 
offered to him. 

If he wishes, the magician can say: “That's right,” 
after the medium names an object such as a watch. 
That means “repeat,” and the magician immedi- 
ately holds up another watch. If he simply says, 
“Right,” the medium knows that he is going to 
eliminate the next object in the prearranged order. 
Thus if he touches a person's shoe, and the medium 
names it, the magician, if he sees no eye-glasses, will 
say “Right.” So the next object he touches will be 
a book. 

The two persons who work the trick can best 
arrange their own system of rotation. 














HERE are certain tricks which are especially 

suited to performance at the dinner table; part- 
ly because the objects used are always there; and 
partly because the tricks can best be presented before 
a seated group. 

Dinner table magic is almost an art in itself. Some 
tricks which are ordinarily effective cannot be pre- 
sented at the table, where people are viewing the 
performer from various angles, and he is at a disad- 
vantage. Yet the dinner table is the very place where 
the magician is often called upon to give an im- 
promptu performance. 

Now just as there are certain tricks which cannot 
be shown at the table, so are there certain tricks 
which cannot be presented elsewhere; in other 
words, tricks which have been invented for the sole 
purpose of close-up work, with the audience on all 
sides. 
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the salt-shaker fall in his lap. He replaces the folded 








~ Needless to say, the disadvantages of cramped 
quarters are offset by certain advantages which the 
performer has at the dinner table. For example, he 
can drop objects in his lap: and he also has an ad- 
vantage in that the audience looks down from above. 
Therefore, the conditions of table performances 
allow the use of certain principles not found in other 
tricks. 

Futhermore, spoons, knives, forks, etc., are not 
ordinarily good articles to use in tricks. At the 
dinner table, their use is appropriate. 

‘This chapter has been planned as a real collection 
of tricks for the dinner table—tricks that are star- 
ding, effective, and workable, and therefore highly 
valuable to the impromptu magician. 
0000000000000 00000000 00000900000000000000000004 

THE VANISHING SALT-SHAKER 
O00 0000000000088 0000000000 0000000500000090000004 

‘The magician sets a salt-shaker on the table, and 
covers it with a folded napkin. He lays a coin on the 
table and puts the shaker upon it. He lifts the shaker 
and the napkin, but the coin is still there. 

He replaces the shaker and the napkin and sud- 
denly strikes the napkin with his fist. It collapses. 
The salt shaker is gone! ‘The magician then produces 
it from his inside vest pocket. 

Method: In lifting the salt-shaker beneath the 
napkin, the magician looks at the coin for a moment, 
and brings his hands to the edge of the table, letting _ 





napkin which retains the shape of the shaker. When 
he strikes the napkin, it collapses. Reaching in his 
lap, the magician pushes the shaker up under his 
vest, and then produces it by reaching down in the 
top of his vest. 

If desired, he can merely bring the shaker up from 
beneath the table, as though it had been knocked 
through the wood. 





A table knife is ; paced against the palm of the 
hand. It remains there, as though magnetized to 
the hand, which is held in a vertical position, with 
the fingers pointing straight forward. 


To do this, you need the proper kind of a knife 
and you must study the correct position. Set the 
knife point downward against the fingers of the left 
hand. The knife must have a heavy handle, with a 
bulge where the blade starts; and this bulge, or 
projection, rests upon the joint of the left little fin- 
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ger. The hand is not quite vertical; it is tilted back- 
ward imperceptibly. The weight of the handle rests 
against the fingers, and the knife sets firmly in posi- 
tion, although its situation seems precarious. 


THE OBEDIENT SPOON 


A spoon is placed upon the tips of the fingers, and 
it remains there for a short time. At the performer’s 
command, the spoon suddenly turns over! 

The spoon has a hump in the handle; and it is 
set on the fingers so that the hump is downward. 
The spoon is actually balanced there, but it is not 
difficult to keep it from turning over. 

When the hand is tilted imperceptibly, the spoon 
loses its balance, and turns oyer—apparently of its 
own accord! ° i 
VANISHING SALT 


A napkin ring is laid upon the table, and salt 
is poured into it. A small piece of cardboard is laid 
over the ring, and the ring is lifted. The salt is 
gone! 

Method: Take a circular piece of white paper 
and glue it to the bottom of the napkin ring. This 
paper matches the table-cloth and will not be de- 
tected. When salt is poured in and the ring lifted, 
the salt comes along. The piece of cardboard hides 
the salt in the ring. The ring should be pocketed, 
with the salt. 
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THe ENCHANTED SEED 
WRB 0000090000000 00000000000000000999990900000000000 


A grape secd is dropped into a glass of ginger- 
ale. It sinks to the bottom of the liquid. 

At the magician’s command, the seed rises to the 
top of the glass, and remains there until he tells 
it to sink. Down it goes again, and comes up when 
it is told to rise. 

This is a very curious and interesting experiment. 
It is caused by the air-bubbles in the ginger-ale. The 
seed naturally sinks, but as soon as a few bubbles 
cluster around it, it comes to the top. There the 
air-bubbles escape, and down goes the seed, only 
to rise again in a few moments. 

The performer must time his commands when 
he has observed the bubbles forming or disappear- 
ing; yet the average onlooker will not detect the 
cause of the peculiar behavior of the seed. 

DAA 00 0000000000 000000000000 00000000404040044004 
‘THE ORANGE 1O THE APPLE 
PAU 

Changing an orange to an apple is not a difficult 
wick—if you know the secret. ‘The orange is placed 
beneath a napkin, and when the cloth is removed, 
there is the apple instead! 

Method: Cut an orange into quarters and care- 
fully remove the peel. Fix them around an apple, 
and if you do a neat job, no one will suspect that 
the fruit is not a genuine orange. 

When the supposed orange has been covered with 
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the napkin, reach beneath and quickly remoye the 
peels, carrying them away in the folds of the napkin, 
leaving the apple there instead. 


THE VANISHING KNIFE 


A table knife is wrapped in a napkin. The napkin 
is rolled up and then unrolled. The knife is gone! 

Method: Roll the napkin around the knife, and 
have the handle of the knife toward the edge of the 
table. The napkin is rolled loosely, and in tilting 
it up, the knife slides out, unobserved into the lap. 

Another napkin should be on the lap to keep the 
knife from falling to the floor. 


SWALLOWING A KNIFE 


A knife is placed on the table, parallel to the edge. 
The magician picks up the knife with both hands, 
and appears to swallow it. The knife is gone! 

This is done in picking up the knife. The hands 
are placed upon it, finger tips to finger tips. This 
position is taken two or three times, and finally the 
hands appear to scoop up the knife; but as they do 
so, they slide it to the edge of the table and let it 
fall into the lap. The hands are immediately raised 
to the mouth. 

If this is done neatly, all eyes will follow the 
hands, thinking the knife is still there. 
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Five Knire ‘1 Rick 
LODO)" 

Five knives are laid upon the table. The object 
is to raise four of them with the other knife. 

‘This sounds impossible; but the magician can do 
it. It is very easily accomplished by following the 
illustration above. 
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THe Brince or Knives 
POCO 0 0000000000000 0000000999900 

Using three tumblers as bases, the magician states 
that he can form a three-way. bridge, with three 
knives, each one coming from its base—an inverted 
glass. : 

This is accomplished in the manner shown in 
below. The blades of the knives are interlocked, and 
the handles rest upon the tumblers. 

Note: There are various other tricks which appear 
in different chapters that are suited for use as ‘Table 
Tricks.” They have been placed in their proper 
groups, and will be easily recognized by the reader. 

Practically all the tricks in the chapter on “’Tum- 
bler Tricks’ are intended for the dinner table, but 
as there are many of them, they are treated in a 
separate chapter. 


| 
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A “VANISHING” THIMBLE 


THIMBLE is placed on the finger tip of the right 
hand and is removed by the left hand. When 
the left hand is opened, the thimble has disappeared. 
The thimble is originally on the second finger of 
the right hand, while the other fingers are bent in. 
When the right hand is swung over to the left, the 
second finger is bent in, and the forefinger is ex- 
tended in its place. The left hand immediately 
.closes around the forefinger and pretends to draw 
“away the thimble. The forefinger is seen without 
the thimble; so everyone supposes that the thimble 
is in the left hand. But when the hand is opened the 
thimble is gone. 
The thimble may be drawn from the left elbow, 
on the tip of the second finger. ‘ 
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i PAWAAA40002479979444 PWAAVATED WOVE 1000000950500550400004444 
COLoR-CHANGING THIMBLE 


POW 00000000400400000010000500048 068 
‘This is a variation of the preceding trick. A red 
thimble is placed on the tip of the right forefinger 
and a blue one on the tip of the second finger. The 
blue thimble is shown and is apparently placed in 
the left hand. But again the fingers change posi- 
ons, during the motion of the right hand, and when 
the left hand is opened, a red thimble is there in- 

stead of a blue. 
POP 0000000000000 0000000000000 00004 
Pe JumPING Trimare 

A thimble is shown on the tip of the second finger 
of the right hand. ‘The left hand is also shown, but 
it has no thimble. The hands are waved, and the 
thimble jumps from the right hand to the left, and 
back again. 

Take a thin metal thimble and saw-it or cut it in 
half, from top to bottom. Put one portion on the 
front of the right second finger, and the other por- 
ion on the back of the left second finger. By pressing 
the bottom edges of the half-thimbles, the magician 
can clamp them firmly to the finger tips. 

Now, when the palms of the hands are shown, 
there will be a thimble on the tip of the right 
second finger; but none will be in view on the left. 

In waving the hands, turn the backs towards the 
spectators, and the left-hand thimble will come into 
view while the right-hand thimble will be out of 








sight. Another wave of the hands brings the palms 
front and the thimble is back on the right. 


‘THIMBLE FROM PAPER 


A small sheet of paper is shown on both sides. It 
is rolled into a cone. The right forefinger is in- 
serted in the cone, and comes out bearing a thimble. 

The thimble is originally on the right forefinger. 
‘The paper is held at one end by the right forefinger, 
beneath, and the right thumb, above. The left hand 
grips the other end of the paper, and folds it over 
so that it covers the right thumb, which then re- 
leases the under end so that it springs forward. The 
right forefinger immediately comes up beneath the 
end held by the left hand, and the right thumb is 
set on top. Thus both sides of the paper are exhibited 
without revealing the thimble. 

‘The left hand rolls the paper in a cone around the 
right forefinger, which is withdrawn, leaving the 
thimble in the cone. The finger is shown, and is 
carefully inserted in the cone, emerging with the 
thimble. 


RAAB IANA 999499 949444400000009000% 


THIMBLE ‘THROUGH HANDKERCHIEF 

LDLABLDCOLABD LDL 1008100008000100008% 
‘The magician borrows a handkerchief and places 

a thimble beneath it, holding the thimble on the 

tip of his forefinger. He squeezes the handkerchief, 

and the thimble goes half way through it, so that 

230 





both sides of the cloth may be shown, with the thim- 
ble extending through. 

Then the thimble is pushed back, and the hand- 
kerchief is returned, uninjured. 

‘Two thimbles are required for the trick. One must 
fit loosely over the other. The tip of the larger 
thimble is cut off, just at the bottom of the rough 
part. When this thimble tip is placed on the smaller 
thimble, the thimble appears quite ordinary, at a 
short distance. 

In working, show the thimble, and place it tem- 
porarily in the left fist. ‘Then take the thimble on 
the right forefinger, leaving the false tip in the left 
hand. Place the right hand under the cloth, with 
the forefinger extended, and insert the forefinger 
into the left fist, picking up the false tip. The hand- 
kerchief can then be shown with the thimble ap- 
parently half way through it! 

Then place the left fist over the right forefinger 
and remove the false tip. Withdraw the handkerchief 
and show the thimble. Push the thimble into the 
left fist, and leave the false tip on it, so the hands 
may be shown empty, except for the thimble. It is 


an easy matter to dispose of the false tip after this. 
PPA OHHH 
CoMPLETE PENETRATION 







This is a good trick to work in connection with 
the previous item, as only the thimble itself is used, 
and it apparently passes right through the handker- 
chief. 
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‘The thimble is set on the tip of the forefinger, 
which is held upright, and a handkerchief is set over 
it. The back of the right hand is. towards the audi- 
ence and the left hand approaches in front of the ex- 
tended finger with the back of the left hand also 
towards the audience. 

Now, the finger which is extended under the 
cloth is in reality the second finger, which has been 
raised instead of the forefinger. So as soon as the 
left hand covers in front of the handkerchief, the 
forefinger is raised up under the hem, and comes 
up in back of the handkerchief. As the left fist: is 
closed, it encircles both the forefinger and the sec- 
ond finger, and grips the thimble. The left hand 
is raised slightly, to set the thimble on the second 
finger, through the cloth. The forefinger is imme- 
diately bent down. Then the left hand is removed, 
and there is the thimble through the handkerchief. 

The left hand takes off the thimble. Then the 
handkerchief is given for examination, and the right 
hand is shown empty. 

CORED 0 WH 1800 0000999400809 900009000 0000000054500 O ED 


HANDKERCHIEF THROUGH LHIMBLE 
O00 0 0000000000000 0000000009000 


‘The magician shows one thimble on his right fore- 
finger. Otherwise his hands are empty. He places a 
silk handkerchief over his forefinger, and reaching 


beneath the cloth with his left hand, brings out the — 


thimble and sets it on his right forefinger, but with 
the cloth between the thimble and the finger. _ 
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‘Taking the handkerchief by all four corners, the 
{ magician yanks it with his left hand, and the hand- 
; kerchief comes away, leaving the thimble still on the 
right forefinger! The effect of this is most startling. 

It is accomplished by the use of two thimbles; 
one fits easily inside the other and they are shown 
as one on the tip of the right forefinger. 

The cloth is spread over the right forefinger and 
the left hand brings the larger thimble out from 
beneath and sets it on top of the silk handkerchief. 


“tS, SP \ 
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Thus the larger thimble covers the smaller, but 
with the cloth between. When the handkerchief is 
snatched away, the large thimble comes with it, but 
the smaller thimble is revealed on the right fore- 
finger. The action is instantaneous and surprising. 

‘The handkerchief is dropped in the coat pocket 
where the thimble falls from it. 


THe TEvw-raAcE ‘HIMBLES 


i 
F 
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A tiny ball of paper is laid on the table, and is 
covered with one of three thimbles. The magician 
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requests the spectators to cover the ball with any 
one thimble, while his back is turned, and then to 
mix the thimbles around on the table. 

This is done; and the magician immediately 
points out the thimble which covers the paper ball! 

There is no preparation about the thimbles. But 
in making the little ball, a short hair is rolled up 
in it, so that one end of the hair projects a shor 
distance. 

When the paper ball is on the table, no one will 
notice the presence of the hair, But when the thim- 
bles are set on the table, the magician can instantly 
name the location of the paper ball by pointing out 
the thimble which has a bit of hair extending from 
beneath it. 


Rep, Wrrre AND BLUE 


This trick is similar to the last; except that three 
tissue-paper balls are used: red, white, and blue. 

The magician can point out the location of each 
ball, when the balls have been covered by thimbles. 

The red ball has a long hair, the paper being 
wrapped around the center. Thus two hairs will 
project from each side of the thimble covering the 
red ball. One hair projects from the thimble cover- 
ing the white ball; while the blue ball is unprepared 
and nothing reveals its presence. 

The balls can be carefully made, and glued so that 
the hairs will not come loose. 
















: HERE are many interesting tricks in which 
drinking glasses are used, and some of them 
have been chosen for this chapter. They make ex- 
cellent tricks for the dinner table, but they can be 
performed in other places as well. 


‘THe OveR-FULL "TUMBLER 


How can a glass be more than full? 

Very easily, as you will learn when you try this 
trick. 

Take a glass and fill it to the brim, until everyone 
admits that it is quite full. 

, Then take another glass or a pitcher and very 
carefully pour a little bit of water into the full glass. 
If you do this slowly, the full glass will receive a 

small quantity of water. 
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Then if you look at the full glass from the side, 
you will observe that it is actually more than full. 
The water will be piled up in the center of the 
glass and will form a tiny hump which is quite 
visible. That is, the water will be above the brim of 
the glass! 

Care must be taken that the brim of the glass 
does not become at all wet. 


A Two-Tumsier Trick 


‘The performer states that he will pour a quantity 
of water into a glass. Then he will pour in some 
water from another glass; but with this strange 
result—there will be less water in the first glass when 
he is through than there was when he started! 

‘To accomplish this seeming impossibility, fill the 
first glass almost to the brim. Then put some water 
in the second glass, and dash it into the nearly-filled 
first glass. You will actually transfer the contents of 
the second glass into the first; but the force of the 
water will dash out water from the first glass and it 
will contain less water than when you started. 

The trick should be performed on a tray. 


NON-BREAKABLE GLASS 


The magician pushes a tumbler off the edge 
of the table. It falls to the floor, but it does not break! 
Practice this with a pillow. Push the glass slowly 
























to the edge of the table and let it topple off. It will 
turn over in falling, and will strike on the rim. This 
absorbs the force of the blow, and the glass will not 
break—as it probably would if it struck the floor on 
its side. 
Of course a delicate glass should not be used. A 
cheap and fairly thick glass is the kind to do this trick 
~ with. 
AAA ADT THERE EDEN D ERE REET EDE ENED SEER ERE OREN 
Tut MAGNeric PUMBLER 
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‘The magician takes a glass and turns it over on 


glass comes with his hand, as though magnetized. 

_ The glass used in the trick should have a de- 
pressed bottom. Moisten the bottom of the glass, 
-and set the palm against it, giving the palm a twist. 
The suction created will enable the hand to lift 
_ the glass. 

oe ATL. glass may be lifted by burning a small piece 
of paper in it, and then pressing the palm flat upon 
1e brim. This makes it possible to lift the glass 
ith the palm. 


a THe Mystic POINTER 
POE HTH ETT T PTET IT IID 





BA. ‘small piece of paper is cut in the form of a 
and is folded slightly in the center of each arm. 












A needle is placed in a cork, which is stood upright, 
and the paper cross, which has one arm slightly 
pointed, is balanced on the needle. 

A tumbler is inverted over the small contrivance, 
and the object is to make the pointer turn in any 
desired direction. : 

To do this, rub the outside of the glass with a 
handkerchief, and you can make the pointer turn. 
It can be made to revolve by rubbing the handker- 
chief rapidly around the outside of the glass. 
PEAAAAAAAA AEA AAA AWARAAAAAAAAAAAAARAAA EA EAATHAD 
THE Top OF THE TUMBLER 
VARA EEEAAAUEAAAOEAAEE E000 909000000000004044 

The magician turns a tumbler upside down and 
lays a coin upon it. He hands a person two matches, 
and states that it will be impossible for the person 
to pick up the coin with the two matches and lift it 
from the top of the tumbler. 

‘The feat looks so easy that the person immediately 
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accepts the challenge. He picks up the coin with the 
two matches and triumphantly lifts it from the 
glass. 

Then the magician quietly informs him that he 
has picked up the coin, but he took it from the 
bottom of the tumbler, and not from the top. Hence 
he has failed to fulfill the necessary conditions of 
the trick. 

A SurprisiNG DETECTION 
A tumbler is used in this trick—but its sole 
purpose is to draw attention from the true secret. 

An object is laid on the table. The magician leaves 
the room, and someone pockets the object. 

When he comes back, the magician inverts a 
tumbler on the table and asks each person to touch 
the bottom of the glass with his or her forefinger. 
When everyone has done so, the magician looks at 
the glass and names the person who has the object. 

A confederate helps the magician. Not a word is 
spoken. The confederate, however, knows who took 
the object, and he waits until that person has 
touched the glass. Then the confederate touches the 
glass. The magician knows that the person who 
touched the glass just before is the one who holds the 
object. 





*¢ next pace for list of Comet Books 





COMET] books 


If you liked this story, you'd surely like some of the other 
Comet Books—exciting mystery, sports, career, and ad- 
venture tales, Each book is printed in large, easy-to-read 
type, handsomely illustrated in two colors, and priced 


just right. Here they are—yours for fun and good reading. 


' WAGONS WESTWARD, written and illustrated 
by ARMSTRONG sPERRY. A swashbuckling story of 
the opening of the Southwest, full of buffalo, 
Indians, frontier scouts, and the Mexican War. 


®.BATTER UP by sackson scuo1z, illustrated by 
ROBERT FRANKENBERG. One of Jackson Scholz’s 
fastest-moving sports stories. Marty Shane wins a 
place in big-league baseball, and learns to be a 
good sport, too. 


©. STAR-SPANGLED SUMMER by JANET LAMBERT, 
illustrated by BETH and JOE KRUSH. A summer 
full of fun and gay romance with Penn§ and the 
happy-go-lucky Parrish family at Fort Arden, 


«.TAWNY by tHomas c. HINKLE, illustrated by Bop 
MEYERS. Tawny is a handsome outlaw dog, hunted 
mercilessly by the cattlemen, but befriended by 
Tom Harper, the range boy. 


5.300 TRICKS YOU CAN BO by nowarp THuRs- 
TON, illustrated by RUTH Mc CREA. Coin tricks, card 
tricks, handkerchief tricks, all kinds of tricks, ex- 
plained by one of America’s outstanding men of 
magic. Be an amateur magician, and be the life 
of the party. 





PEGGY COVERS THE NEWS by emma bucsee, 
illustrated by EVALINE NESS. Follow Peggy as she 
learns the ropes on a big city newspaper. A fasci- 

fa nating story, full of sound information about 

journalism as a career. 


WINGED MYSTERY by atan crece, illustrated 
by KATHERINE C., T. LIPPERT. Fast-moving mystery, 
as the Conroys help crack a case of illegal immigra- 
tion on the Mexican border. 


YOUR OWN JOKE BOOK, compiled by certruve 
CRAMPTON, illustrated by HOWARD SPARBER. Here's 





a lot of wonderful fun — tongue-twisters, puns, 
smart comebacks, wisecracks, and funny stories. 
: SUE BARTON, STUDENT NURSE by neven 
fr DORE BOYLSTON, illustrated by URSULA KOERING. A 


lovable redhead adds her own brand of fireworks to 
the dramas and tensions of a big hospital. The first 
of the popular Sue Barton books about nursing. 


THE TATTOOED MAN by nowarp pkass, illus- 
trated by RALPH RAY, JR. The first of Howard 
Pease’s long series of adventure stories with Tod 
Moran as the hero, In this one, Tod sails aboard the 
“Araby” in search of his brother Neil. 


SKYCRUISER by nowarp . srier, illustrated by 
JO KOTULA. Take off with Barry Martin, young test 
pilot, as he flies a new Starwing ship, and help 
him trace the missing plans for the Skycruiser, 


-- THE SPANISH CAVE by crorrrey HOUSEHOLD, 
illustrated by GouLp HULSE, JR. A story full of 
thrills and chills as a young boy, Dick Garland, 
helps solve the mystery of the monster in the 
dreaded Spanish cave. 
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300 TRICKS YOU CAN DO 









in you knot a handkerchief, as if by magic? Make a ruler jump from your hand to the ceil- 
3? Remove your thumb from your hand and replace it again, and read a sealed message? 





ould you like to know several startling and effective ways to find a chosen card that has 
en replaced in the pack? How to make coins appear and disappear—and even talk? 





w to hypnotize a handkerchief? You can easily learn these and hundreds of other tricks 
rou own this fascinating book. Become a magician and you'll be the life of any party! 





